.95 (DM 20; Lire 12,000 





One on top of 
the other! 



▲ 




eefier.. 





t 



Compete in the Fancyleague! • Buy i 
player from the Premier League! • Talflf on 
World Champion! • One- or two -player actiorfj 
Full three-minute games! • You won't believe it! 



PLUS! Theme Park • Litil Diwil # PGA European Tour 
• Mega Race • Flink • And — Yes! — Loads More! 



r 



K 




JIMMY WHITE 

.LURE OF TEMPTRESS 

DUNE 





»a l~ UKK CD 



j)imf fiftm 



PGACOLF, IN0V5W 
ADVANTAGE TENNIS 
A EURO CHAMPS <il 



THE GREATEST 
16.99 



THEME PARK 
22.99 



ARCADE POOL 

CD32 9.99 AM 6.99 



HIRED GUNS 
11.99 



PREMIER MANAGER 2 SPORTS MASTERS 

7,99 13.99 



BENEATH STEEL SKY 
22.49 



SENSIBLE IN T'L 

1 4.99 






TRIVIAL PURSUE 

CD32 19.99 



IMPORTANT - PIFATSf HQTf 

HO? = wJJJ net wwk m d J00 

HfeMfttr IBM 

H0\2 = w<H not work an AUCC 
I M G ■ r cquir ci J MB of MjH 
.^NfWIfera 



A 1200 GAMES 



A t AD[)IN' 2943 

AUEN BREED TOWER ASSAULT ■ .. ..14.99 

BANSMI- IS.® 

BR.nAj. FOOTBA-L DELUXE .. ..15.19 

CAPTFVE2UBtHATlON 20 99 

ClttUtAnQN *** «.» 

DETROIT! 2289 

EiflLE- IS (9 

FIELDS OF QLOR** 33-99 

quhship 2000 _ 33. n 

HEWOAJLL2-*AM Of HUM ..31.4 

IMPOSSIBLE M55I0N 33.44 

I9HAH 3 ■ LEGIONS OF CHAOS IB 99 

JAMES POND 3 OPERA TCNSTiSFSpm I ft irj 
JJWSSJCfAftn -i3-» 

KK>I OF F 3 - >B.*9 

KFJGPM- SB 

MiOhrf W*t( - IB.® 

SMTWilALL- 

LEAQUE EOlTlON * 20. *9 

WOHLD CUP EDITION" 20.il 

(HARD DRIVE ONLYl 

PLANET KXHB*LL- W »S 

hviii m:iiv Lis 

SAHHETEAM 19.B9 

SIMCJTY2000- MM 

5l»3N THE 30fiCfP.Efl 24.49 

SKELETON KREW * 26.69 

HTAH THEK ■ 25TH MWVERSARY 

(HARD DRIVE 0NI.YI 22.40 

SUPER STARDUST IBiBS 

HEME PARK 33 M 

"■JPGb*H 2 :i UE&I 17 ill 

llffl ■ FNFMY IriaKtaOHM J23.41 



AMIGA GAMES 



FQR DliFI FULL SELECTION OF AMIGA 

GAMES PLEASE ASK FOR A FREE 

1 S-FAQE COLOUR CATMOQUC 

A-TRAlhnMEQl »W 

Ain EMOKEJ VI .2 ll.BB 

ALIENS 11 IS 

*LlbNBB66Dl3lfCllH.FnTK*H1UEfl!. SID 

ANOTHFR WORLD II IS 

APIDYA* .. ..9W 

APOCALYPSE 1 1 MEGl 1SM 

ARCADE POOL (1 'JE3[. 6 95 

ARMQLR GtUUCW 2 1 1 MEGl 1* 16 

AWARD WrWERS GOLD 
SENSIBLE 5QCCEH. ELITE. .iMMy 
VimTE5 3N0OKlR,2BCK,J|l MEG). ...2D99 

SIT PL /HO FORTRESS l'1 MEGI .22 99 

BATTLE ISLE 93- 1719 

MNEATw a STEEl SKY {I MEG; 32411 

BODY - BLOWS 1 1 MEGl 790 

BHEAOI2' 1B99 

BflUTALFOOTRill 13 93 

BJjMP NBURN" 20AB 

CAESER DE1JUXE 119ft 

CAMPAIGN nutCl i 11 W 

CAMPAIGN! |1ME<3> 22.93 

CAM40N FODDER |1 MEGl 23 -19 

OlAUPCNEHIP MANAGER BJ9H(lhEG( 9.» 
COUPON SHIP MANAGFR »*■ 
IFNT1 OF 5FASON DATA DISK) (1 WES| I JIS 
C»*UFOn51IF MANAGER CDLUlCTlON 

isasi.ui'bH.TEGiSrfi-iMEO-. 1*» 

ChAUPiOASHP MANAGER ITAJAl I MEEl I7A4 
CHAaSENGINE I2» 



DMLHMTIOM • 1 UFO' 16 M 

OUiPCOTiAlJ ■ THE WANABERll MEGl .20 93 

combat air ratrol 1*9* 

combat classics 

|F IS STRKE EAGLE £ EBB ATTACK 

EJJE. TEAM rANKLCl 1.1 MEGl I.NOlfl 1 S » 

COMBAT CLASSICS. 2 
IBILENTSEJWICE Z.f-V STEALTH 
riQUTEI. PACIFIC IF.LAND; IT MEO; . .311.99 

CRASH DUMMIES (1 MEGl .. . . 159» 

CflUlSFOmACCflPSt 11.48 

CURSE LTF ENCHAWTIA (1 MEQh 11.99 

D.DA/ iWPHEIiSONil 1 1 Mill) 21 M 

DETROIT II MLGl . SI 4» 

LlOGFCHTil MF..">; H.99 

DHAQ0M5TONE« 11.39 

DHLAMLAfCS 

gnwietTim STOHMl«STEP, 

lEWAPi (l ME<5:- .15.** 

DUMEilUED) 11.44 

OJNE2 EAfTLtHMAfll^WSllMeGl 11** 
UUNBtCfl MASTER i(l"Eaj- .33.9* 

F.FUANIA.T HEB;.i 11.99 

BUTE B» 

L.-L2|li'0-iri£ri,;i v=f.- Ift>" 

rvmrscccEn;! mehi n.49 

EUROPSAM '^-VKfOHi (1 MEjG|- . W » 

ETti* T>*B€H(XCieR|SBlSi1UFO> I3.4* 

EVF CF THE REHOLDEH 2 (1 WEH3) 1 2.49 

F" ICCMARKI 1 1 MtUl U® 

FIITASTEALTNFIOHTEfi?!)!! U|G| 13.99 

Fl9 SfTEALTH FIQHTEH IMOFJ 2.99 

FIELDS CFOLOP^.; I MEG.I- . 23-44 

FIFA INTERNATIONAL SOCCEP {1 Ht(i ■ .2TJ.39 
FlBST EAUURAJ. UEBA LO MANIA (ND12I 1 3.99 
FOHU-LA 1 GH^D F'Hm. IS.® 

CENESlAll «£& =11.49 

0X3AL 1*9 

GRAHAM OOOCH WOBt-D CLASS CBICKEI ■ 

T£ST UATCti SPECIAL i 1 MEG| > 1 1.99 

CRAHAMGOCCWOATADISK I2» 

GUUSMIPimilll MEOl .22.4* 

HEMDALl2.BANFOF4SaAnD|1KEB> ..2I.*9 
hfRCOJE3T 2THELEa*CrOF 
^L^ASlLllMEGl 1».» 

MMED0UN5<1 uea > ... II.W 

HSTCF.VLINE 'B14-I9(l MEG} 2t> W 

HOOK . -.a.» 

l^fifER |hCl1J) ..1.19 

IMPOSSIBLE MIEShOfl [I MEG| ■ 24.i0 

IMMAMA. JONES- 2 ACTuJM 

(PATE C* ATLANTISl I3.M 

l'M3lANA.inNES,ACTIC« A. 99 

NClAhJA. JONES- FATE Of ATLANTTS 
AEVENTL*£|I MECl -24.40 

SHAR 2 . LEGIDNE OF CHADS (1 MEE| 1MB 
>SHAR2.|'l MBSt-.- . M 

JtTSTlHlKE 16.B0 

JI3HN MADDENS. |U.S| FOOTHALL 1D.4B 

jurassk; -oahk. n MEC: 1 1- W 

*2»*lUT(JPI*.iI..:iUEn) 1B.JB 

KOEl - 1149 

KICKOFFB-' 1*49 

llDChlAOB- 17.M 

CINOMAKERll MEGl E3.4B 

KNIGHTS 1> lHtS«» II MEOl U49 

KHUSTT'S SllPFft FUN HOUSE 13LBH 

LABEHSOUAD S 99 

Ul5«NDSClFVAl(XlRilUE<3|lTM01S| 1S.9S 

Lf ISLH« 5UD LAHHV 1 (1 MEQ) II.4B 

L£ISU=1£ SUD UHHT 2 ll MEGj . . .. 1H9 
LEISURE SUIT Ltrmy 3 (1 MEOl- 12 49 

LEMMNOS-DATADaK 12 39 

UjMMMQOt 1S49 

LEMMMCjiLMlAOfiK OlNO ■(» 



MAN UTD PREMIER LEAGUE 

CRAMPONS ilME<3'. i»» 

MANCHE3T1ER UNDFD 6» 

UCRDMACHINES .18 99 

MQNOFOLf 1U49 

fclORTA! KCMRATOUEOJ 204* 

NIOtFALDOSGOLF I»99 

ON THE BALL 

LEAGUE EOiTlOHi UEC) 

tVOR_OCUF EDITION 1 1 MEGl* 



18» 

. .13.99 

CVEFDFJVE.I MEQ;. 1.99 

PATRICIAN 41 MEG) 2949 

JWBALL DOUBLE PACH 1 1 MEG| 
IPH3ALLDKAMSEFANTAS1ESI ■«» 

PftHAJ. CPEAMK IIMtei 12.49 

P»*ALL FANTASIES .14.® 
PNKIE (1 MEG^i 17.99 

folcequ(stji:hj€Ci- .ia.« 

pnwFF.MTjnr.FP * WH I DATA DISK |H012| 1 1 49 
PREMIER MANAGEH 2 II MEUl r 99 

pwcsof pei«ia(i ueoi . -e» 

PHOjFCTKfflPECiALEEmDNl |1 MEG) 1349 

RAILROAD TTCCON ;1 MEC 1 ! iNOFl 1 3.49 

HEACHFOH T :-iESmCS H.® 

REALMSilMEOl 1349 

RDADRASH 1049 

hdui>4j=onShlOuilhiimEC: M+9 

FlCRKE'SDHFT J.® 

HUBBT LEAGUE COACH I "MEKSl ■ 13.99 

SABHETtAM 11.® 

EiCftARSLE |U5. GOLDf 1 149 

EECCTJC SAAiURAI 1 1 MEG) 4NOI3I 9.49 

EJttHfOMOMfEV.SLAMJIlUEUl 11.® 
SECRET OF M0»«EV I3LAM1 2 (1 tE<3| 2449 

SENEBLE 5CCCEH I'SZWJ SEAEONI 9.99 

SENSIBLE SCOCtH - 

INTEPMATCMAi FnrrnN n megi . im 

BETHjIHS 30.99 

SHADOWCM.U£|N0IZl A.® 

SAENT SERVICE 2 |1 MEGl I3.+9 

SHCITVDEXUJtE 

ISIH C-TT. FUTURE CITIES 1 

TEHRAJN EDITOR) IS.® 

EMOM THE SORCEHER ( I MEG> 20.99 

fcKIU M4WS ■; I «*Gl IT ig 

SOCCEPmiD It.« 

SPACE OHJSADE IN012) * < I.t9 

SPACE MULK IS 99 

SPACE US GENUS 

OWING COUWAWEH. MEGATRAVELLER 

Fl TE..;1 UEB.) 3.39 

SPACF QUEST 3 1 1 MEQ1 « 12.30 

SPECIAL FORCES | > MEGI. lth.30 

5PEEOBALL2 » 99 

SPORTS MASTERS 
fPlia GOLF. i*v SOO.ADVANTAQe 
"FNHIF; 6UHDPEAH 
GHAMP1DNSHIFS 19921 1.1 MEG: 
STAHDUS- . .. 

STaRlOHDM UEOl- 

SUPEHPROQ |l MEGI 

SUP^bMACVII Mt'ji 

SUHBurW*IJ«jMLlANDCi 

SWIV|NOP:i 

SVMJACATEM MEGI 

T?,yXMN0P||l MFGl 

TACTICAL MANAGER ■ 

ENGLISH LEAGUE •;! UEC) .184) 

ThF RlUE* THE GREV 1 1 MEGl 2143 



WILD CUP SOCCER n MFOi* .17 SO 

■WINO COMMANDER I |> MEGI 7.90 

Villi "N UZ I0 9B 

WDflLDCUF USA 94(1 MEGl- 19 a9 

WDHtD CUP If t Afl 34 
lOQAj.. CHAHPIChAHlP MA.MAGSH U 1 
DATA DISK. STRIKER. 
SiNS«LF.SOCMH||iMFOl S0» 

zconiweci *» 

2DOL 2 1.1 MEGI- .9 59 



AMIGA EDUCATIONAL 



10 OUT DF 10 - EARL* ESSENTIALS. 
AJGES 3 -7. CREATES AN IBEAL 
FLXJUdATlON FOH CHIUDREN TO 
BUILD Cf« (1 MB. INSTALLABLE! US 

10 OUT DF 10 -ENELISH i 
AGESl-m.OUrtHS MAJOR AREAS 
OF THE NATIONAL CURRICULUM 

1 1 M3 INSTALLABLE! 115 



A1200 VERSION AMIGA CD32 CDs 

APPLICATIONS 



DELU(t PAINT i ASA E*1ANCE0 
tlEHSlONFOR A12M A13A4L00 PAJNT 
AMI ANPiIATE HLJ» TO iM.BW OOLOUOS 
FROM Hi .' Mil. ClN |i' U9, EXTERNAL 
DISK OR HARD DHVE RECAAPEU| .. .If .19 

IfflSTA PRO |UTl> CREATE SPECTACUAH 
VIRTUAL VrtJRLOS rt*TH THIS POWEHRA 
SCENE^V CREATQHA^C ANIMATOR 
SPECIAL LITE VERSION 'O HUNON A1200 
OHA4O00. |2MB. DRIrt REQIIIRFOi M® 

BRILLIANCE V2 AGA. LnTtST VE PSK5N 
OF TViS PWMlFR PROFf 551DNAL APT 
PACKAGE ' «.** 



AMIGA APPLICATIONS 



10 OUT DF 10 JUNOR ESSENTIALS 
AGES 6-1 I.GUILDlNG rOUNDATlQ'JS 
FOPMAUT ARFASOF THE.UAT10WAL 
CURRCLld.«. 1 1 ME, INSTALLABLE! 

10 OUT OF 10 ■ MATHS MUMBEHS 

AjGES 1- It. NATIONAL CUPPllCUHJU 

!l Mfl. INSTAJI ABIFl 1499 

UK GCSE EhOuSH PACK|1*-1*1fEAHai 

1 MB, DOUBLE ABE GROUP PACK 

THE PEHfECTSCSE PENSION TOOL 2299 

ACI GCSE FRENCH PACK 1 14-1B TEARS) 

I M3. DOUBLE AGEOnCXP PACK 

THE PERFECT 0CRE HEU13ION TOOL 22.99 

AC GCSE MATHS PACK 114-16 VEAHSl 

1 MS. DOUBLE AGE GRDUP PACK 

IHL FLHI LCI 0CSE RFVSICN "XM J}» 



AMOS -CRAFT. 

EXTENSION TO AMOS GIVING OVfR 1B0 
NEW COMMA)X)S inOlhE/THUCTlDNa. 
REOJHE5.AM05 DP AMT5 FADFESSGNAL 
I5 99 1 1 MB. INSTALLABLE! 1t» 



U99 

.22.30 

. 14.39 

10 49 

. 13.30 

..4.30 
. 2*49 

...7.30 



THE GREATEST 

;JMMT WHITES. LURE OF THE 

TFMPTRESS CUNE!i1 MEGI ... 



LMHS-lOOLFlllMEGI 

IHARD DRIVE RECOlMDl ... 1? 49 

lords OF ChaOS ..a*3 

LORDS OF THE REALM .1 ME3J ■ .... 2149 
LOTUS 3 THE f NAL CHALLENGE 

II MEOllNOlJl 13.99 

.UREOFTHE^EMPTHE!dS."1 MEG'. m» 




THE LOST f«£ASuRES O r WF0CQU i 
i^ClASSCHiF-SCCWEJlTWiENTLflES. 18)0 

THEME PARK i'I MEG.- E2 99 

THAJpSNTREASL*€S(iyEa)» 14 H 

UT**A5jNOl3| 5 93 

VALHALLA ( I MLG'. ■ . 1» 99 

VITAL LIGHT 1 1 MEOl- 16 93 

WEMBLEY RLGS-Y LEAGUE 1 1 MEGI .17 43 
WEN TYVO WORLDS WAP 1 1 MEGl Si 49 



FUN SCHOOL a 12-5 VRS) 14.® 

FUN SCHOOL 3 |5-7 VRSj 14.99 

FUN SCHOOL 4 12 5 *HS-> 10.99 

FUN SCHOOL 4 15-7 VRS) ..I8W 

FUN SCHOOL' I'* VTHSJ .. ..I).® 

FUN SCHOOL S* 10*1* 

MfmiWSMATHS.iJ-1l\HSl 17,99 

EPELLrjGFAI^.:7-l31'HSl IT.® 

MICRO ENGLISH BTRSTOOCSE. 

CCM^OHMS TO NATIONAL 

CURRICULUM ilMBl 13.99 

MICRO FRENCH BEOINNERTOOCSE 
CCNFOflMS TO HCLFPICUlLM |1 MBi 13.99 
MICRO OCHMAAl BFOI**IERTDQCSE 
AMD RJ.JISINESE LEWEL. CONFORMS TO 
NATIONAL CURRICULUM 1 1 MB.) K 99 

MICRO MATHS. I I TPS TO GCSE. 
ClJsFOfWfTS vT.lR-|r..l..M I MS; 1B.B0 

MICRO SCIENCE 8VRETOBCSE 
CQMFORy E TD ^CJHPtCULLW II MHI ,. 11 09 
MICRO SPANISH BEGINNER TO GCSE 
CDNFOny S TD S.C JHMlCuLLW II MBl 19 99 
MEGA MATHS |« .EVE. GOtMfJ) HIBl 1W 

NODDV S BIG ADVENTURE. 0EOUEL 
TO THEAOPULAD nODCT'S PLAYTIME 

SERIES. UB. INSTALLABLE! H 99 

NODDT S PLAYTIME SUPERB NOOCY 
ThFMFD EDUCATlOhAL ADVENTURE 
LUlTE ACES :•- |l HE. INSTALLABLE) 1199 

A1 200 WOFtDWORTH DEALS 

nyO*QWORTh V2 AjQA iAORD publisher 
NEW .OW PRICE 1 1 ME EATEHNAL 
DJSKORHAflOC*»VEREDLllHFD| M.90 

WmtOWDnTH VSl JUA YIDRD l>UBLISHEH 
THE LATEST AND GREATEST VERSON 
OF TOPCrjALITVVnOflDPUBUSHER 
PACKAGE. |2 M9. EKTtHNA. DHW 
OR HARD CR1VE ^ECLIPEDl S9 93 



AMOS - PPOFESSJONAL MORE 
POWEHFUL ANDPHOFEE-SICftlAL 
v.if,.'.'i::i hi .;i :.i I in:;> MM ■ 
CREATlQfl MORE CCMMANCS. MORE 
FLEXIBUJFY UC BETTEH USiR 
INTERFACE U MB. INSTAlLAjELEi .„ .31.® 

BLITZ BASKS 3 BRATC ■ TiErt - FAST Afjf 
EASY TO USE VtHSON-OF BASIC 
COMPLf T£ UlTh MAMUAL AMI WJMPILEfi 
SYSTEM THE rQTTESTWEW 
LAJSGJAGE AVAILABLE M.H 

DELUXE PAInTJT. A VERT POWERFUL 
ART AND ANIMATION eACKACE VilTH 
ExTENSVEFEATURFS A BEST SELLER 
ANO A TOP AWARD WINNER. MANY FON1 
AND PHINT1NG OPTIONS AND SAMPLE 
ANWATION AND ART smauDEB 
111* INSTALLABlEl 14.® 

DTRECTDRVOPIBA. COMPLETE 
UIHECTORVAND FILE ORGANISING 
SYSTEM INVALUABLE FDR HARD DRIVE 
USERS. |l MB. INS7ALLAJJLEI* . J0 90 

» "HAL WRITER (RELEASE 2> 
FSCELLENT WORD PUBLISHMG SYSTEM 
WITH OVER I DO TYPEFACES. €ASY TO 
USE(2MB.OnVERCOM«ED|- 74.H 

HANNA BARBARA ANIMATION 
WDHKbMOP FOH CARTOONS LlC . 20. B0 

HOME ACCOUNTS THEORKJINAI. 
VIJIWON OF THIS MONEV MANAGER 
liMSTALLABLEJ .. 9.M 

KINDWOHDEJ FLLLT r EATuREDWC*V 

publishes i i MR. installable;. is-.m 

MINIflpWK lUTFQHATEDWaHD 
PHDCESSLTR SPREADSHEE-.DATAIJ,*SL 
ANOaHfLmUPEE. H WC «S"«.JbLt H.M 

MOAKET HATTERS IHQmE ACCOUNTS :):■ 
L ATEST VERSICti OF THE (EXCELLENT 
MONE y PACKAGE FRO" DICTA 

ri ug. riSTALLAEiUI;, B.W 

KTA*K OOOO VAUJE 5MJPLE PC 

f MUJTQH ALLOWING IEM Pt 

APPLICATlOnS TO BE USED ON YLXJfi 

AMIGA PLEASE NOTE THAT THS IS NOT 

SUITABLE FOR WNGOlYS OR HIGH 

END A=PL<TJTIONS REOUIHES MS DOS 1 3 

miKWI il MR. INSTALLABLE) — ■ KM 

dt-NPAL FASY T.TI IISF WjRD 
PROCESSOR (1 MB. NSTALLA-BLE) 



J7 90 



PUBUSHEB.PAGE LAYOUT PACKAGTi 

INOI2. 1 MB. EXTERHAL DISK 

OR HAflD DRIVE PEDL1PEDI IM* 



ALIEN RRF=RS\-E HOlVAK !*■■ 

A BCA DC POOL - JM 

BAHSHEE ■• 

BATTLECHESS 

BENEATVASTtELSltY- 

SRUTAL FOOTBALL 

iUUUBA ™ STix 

=LiMP N 3i;RN - 

CANNON FOCOCR 2' » 

: am- i'f i-iUkHHAhOii ■«• 

GHAOS ENGINE 

CHUCK. POO 2 • 

DEflhlS ...... :• 

niSPflSABLE HERD 

DII2YB ENCHATfED IVOCCG ' 

3RAGOMSTONE- 

ELHE2 'IM 

EXILE ■ 

EXTRACTCflS.THE HAMGI1G 

'SARDENSOFZARGi 

PlELCS Of GLORY- 2ZB 

FIRE AND K)E 

QUNSHIP 20M -11» 

HCIMDALL 2 »> 

LVfiKF.SLE MIS51DN 

JAMES POND 2 . DPER'TION STARFISH 2' * 

KlCKOfFl' 21 M 

KINOPIN - •- « 

LEMMWGS 

uta. civil nm 

uaSTVIKIHGE ItB 

LOTUS TRILOGY |LQT\JS 1.2. J) UB 

MAN uTCPRFMIERlFAGUE CHAMPS »i»« 

NICK FALDO'S OOLF Urn 

F1NBALL FANTASIES i* 

PiflATCSGOLD 

PLANET FOOTBALL * 2S.4* 

RYDER CUP 12* 

***** TEJUA !•■ 

SSCCIM3 SAMURAI <U 

StMSlOLC SOCCER i«M 

SFNSlFM F SOCCER ■ 
INTER^ATOVAL EDITION "... .. 

E4U0N THE SDHCEREA ■ lit 

SLGEPWALKEf* 

SOCCERKID* 11® 

SJPEHFROG .. II® 

I HIVISL PURSUIT Jam 

ufo- enemy unknown » 1*® 

ul1hate body blows 

IBOOY BLOWS 1 KlDYfiLOlffiCJAierlCJlf* 

UNIVERSE- KB 

WEMELEriNTEPNATlO«AL SOCCER li® 
WLD CUP SOCCER ■ >tm 

ZO0L2. -tm 



DIGITAL VIDEO CD'S 



DIGITAL V«DEO CLTB FOR QLXH DB CO 
FlHED WITH FMV AEM.PTOIR 

BEVERLY HILLS COP |RA TED IS)... I5J> 

BONJOV1 XEEP THE FAITH 1(JB 

L1HYAN A.JAMS-WAKINO.i.JI 1 THE 
NFlTiFlR.":ilRS . II® 

OAVID BOWK . THE UWED 

COLLECTION IRATBD HI- .1KB 

I ATAl ATTRACTION (RATED 13- 

GHDSTIRATED I Si 

IN0ECEKTPF10M*AL (BATED 15|.. .. 
KATE BUSH -THE WHOLE STORY >»4 ■ 

PATRIDT GAMES IFSATED IS) 

PINK BjOVD - THE DELCATE SOUNO 
QPTHUNDFR- 

QUEEN - DREATESTFLIX I i II i 

STAH TflEK VI (BATED FG) 

■II i.HFAM DFEHIC CLAPTON ■ 

*HE CRYIMG GAME IPATED 1*1 ■ 

"'ILKR*YSi'lWEO IBI- 

TPJA TUfthER ■ SIUPLY THE BEET * .. 

TOPGUN|HAtf_DPSl 

■UWI WORLD (RATED 1SJ 

WITNESS IRATED 1S'. 



IS® 
■SB 

15.® 
■=>; 

is.® 

18® 
22.® 

11.® 
IS® 
16 99 
UM 

1 e n 

liM 
.IS.® 
IS99 



FREE PRINTER LEAD 

WTTTH AIL PRINTFRS 

CITIZEN ABC PRINTER 
WITH COLOUR KIT 

24 Pft BO COLUMN 1*2 

CPSitMkjQSLtll OUAfT FONT 

COMPLETE WITIimriEASVSTART 

30ITIVARE 2 -EAR WAHRAM7Y 

lS6.Bg> 



CAMOHBJ-2D0 BUBBLE JET PRINTER KM.» 

CiNON BJUB-Slt RIIElSiE JET PR N'EP (NEW LCW PRICE) 1S5.» 

cmrEN swift root PRINTER '.ViTH COLOLn Kl" 24 PIN 194.99 
CITIZEN SWIFT 240C PRINTER WITH OOLOl* KIT, 24 PIN. . i1tt.*t 

CITIZEN TRACTOR FEED HTFOHCITI2EN ABC PfilNTEB - . .37 M 

CtlEEN PflHTEP DRIVER *TT f OR PMlCA SMTS ALL WORKBENCH 
VEHSirjmS HJIJV I 1 TO:) ll FNHANCES FfflkT QUALITY 
FROM CnU'FN airVFT PRINTERS OUTSTANDING HSULT3 11.® 

ej»SDN LO-1 «j) PRINTER. 24 PIN ■ NEW LOWER PFBOE ■ . . 1.37.99 

PANASONIC KXP41SJ COLOUR PRINTER, 24 PIN 1M.W 

E WOPOWOflTl-! wyRD PFKJCESSOFI WHLST STOCKS LAST 

STAR W(NTVF*40« LASE=I PRINTER 3B9 99 

TONER CARTPlOqE FOR STAR IVIMTYPE 4BIBLA5EHFHMTEH ■»») 

f* CARTRIDGE (BLACKl FOR CANON BJI9EX OfiBJ-10ait 1«J» 

I* CARTRIDGE {BLACKl FEW CANON BJ.JOl) 2J 5ft 

r*: CARTRlDOElHACKi F DP. EPSON STVLUS B»JHR|NTER 11 9S 

R flFWN iBLACKl FORCrTI2Erv24.200.221.24eDflABCPRIUTEH ...ESS 

flBBONlBLACKI FOR CITIZEN 9, MOHISCOPHINTEFI SSft 

R flB-TlH .RLACK! FOR EPSON tQ- 1 90 B»3 

RBBON IBLjAGKI FOR EPSON LQlOO PHIIJTFR 9 99 

RIBBON |R| ACKl FOR FANA.SOMC KXP212i4. KHP21IM 10 9ft 

hbbcnlblackifoh-stah lc10oorlc29 psoteh «» 

Ribbon iBlAjWi. for star lcsa-io phinter « « 

RSHONlCniOUHIFOH CITIZEN 3. 30 24. 200 22i.24« OR ABC \*M 

RlBRONlCOLOUHIFOREPSClNLa-IH 19.® 

HBBDh ICOLOUHI TOR PANASONIC KHIPSIJS^, KKP21BO HS.9B 

RIBBON iCOlOUH; FOR STAH LC100 PRPVTEFI .. .. 799 

RIBBCMCOLOUHl-FOHSTAR LCiXlO PRlNTEfl . 11-99 

PftriTERSTANOFORAMYPHNIER ."» 

P«N1 L» I f An .PARALLEL) 1.5 METRES FOR AWGA. ST 0*1 PC . , 7.® 
PR/VTEH LEAD |PA=5ALLEL;. 10 METflES FOR A4»GA. ST DP. PC .. .. 15.99 
PRIMTEH LEAD (PARALLEL;i 4 METRES FOR AMIGA, ST DR PC |0.« 

DUST COVER FOR «? COLUMN PftlNTFR ICLEAfl PVCl 4.» 



MEGADRIVE GAMES GAME GEAR GAMES SUPER MES GAMES 



OFF OKI IjK VEHSJOME' 
■JEW TEM 

MEGADFtlVE2 
WITH SIX GAMES 
- 2 CONTROL PAGS 

109.99 

CHAOS ENOiHE ... sa*3 

Ea SPORTS SOCCEJB. |4 PLAYERl 3S49 

JUNGLE STRIKE . .. 2199 

MORTAL KOMBAT 1 ■ ... **« 

PETf SAMPRAS TENNIS HJ-CAHT1 

U PLAYER GAV.EI 34.93 

PDA EUmOFEAN TOUR ,■•■■■ M® 

ROAD RASH 2 -.10.® 

STREETS OF RAGES 39.® 

UHBAN STRIKE „ , .. **,» 

YIHTUA HACIWR SB.® 

■t-MFM IB.99 

CLll^2(BATTLEFCF l .AHflAI<lSl 31 9* 
SUPLfl KtONACO OP .13.0* 



MICHDMACMPES 2A99 

COlLMHS )» 

hBAJAM 29.99 

SONIC 2 18W 

ALAOClN 34.® 

SDMC THE HEDGEHOG IB.99 

STAR WARS 2i-» 

0ONAL0 DUCKS IB.® 

WORLD CUP USA 34 24.99 

SENSIBLE SOCCER 22 90 

GAME BOY GAMES 

SLlPEI MARIO LAND3 19.B9 

ZEJLDA- LINK'S AwAKEMhO -»-40 
FlONKEY KGUfl 14 |SG| * . ..21.39 

TETRIS2ISG) 21 9ft 

PINSALL UHLAMS 1 ? 99 

SLJfERMARlOLAhO^ 21.39 

MONSTER MAX 2I.4B 

TERWNATWI2 "9ft 

C*3TLEVANIA2 16 !M 

1VORLDCUW UEAW 24 90 




VlE C*LY SEl I OFFICIAL IX VERSIONS 
< - NEW TTEV 

SUPER NES 

WITH F- ZERO 

* 1 CONTROL PAQ 

79.99 

PIFA SOCCER SS® 

SlV CITY 1«.» 

PGA TOUR- GOLF 1*» 

SUPER METROID 41.® 

STUNT RACER Fit ■ . il I"- 

5TARWM- 1B.« 

MEGA MAN K 32.99 

MC4TTAL KDMBAT 2 < 52.® 

ROCK AND ROLL R'.CING 3*99 

ctttw r frtHTER 36 » 

STREETFklHTER TURBO . .. 32.® 

SUPER MAFiOKART 33.09 

NBA JAM 19 9(1 

JOHN BAOWN W - I7.B9 





PHILIPS 

CDi 450 

279.99 

AVAILABLE St PI 94 

TOP LOALBlG CDi PLAYER WITH INTERN ATOIAL 

TENmSOPENANClKlNTROL PAD LOW COST 

ALTERNATIVE TO ESTABLISHED 001210. W1TN FULL 

AUDIO. OP AND PHOTO CD CAPABILITIES. 

CW GAWE3 

7TH.eUE9T|FMVCAFlTfiEQ , Dl 41. 99- 

ALIEN GATE ,., ,..!(.»* 

KETHER 2S.B* 

LINK. THE FACES OF EVIL 27.)? 

MYSTIC MIDWAY PHAJMTOM EXPRESS 2S.ttft/ 

palt/ sm NOi aQi F si.» 

SPACeACtlFMvCAflTHEQ'Dl 41.99 

T1ETFHIS , 2.96 

VDKEL7R (PATED IBl 3A.99 

2ELDA. WAND OF CAMElON 2S 59 




PANASONIC 
REAL 3DO 

395.99 

AVAILABLE S£!*T-W 

WITH! TOTAL ECLIPSE GAME AND ONE CONTROL 

PAD. NEW CD BASED CONSOLE WITH 33 Blf FilSC 

CPU. IE.7 MILLION COLOUR PALETTE. 1S-BFT DSP 

SOUND CHIP Al.il jTMH RAM, 1 MB POM. KODAK 

PHOTO CD AND AUDIO CD COMPATIBLE 

FIW ADAPTOR AVAILABLE SOCW 

3D0 GAMES 

ESCAPE FROM MONSTER MANOR 34.09 

JOHN MADDEN 3TJQ 9*09 

HOAD HASH 3O0 39.W 

SHOCKWAVE 34-39 

SUPER WNfi COMMANDER 3A.B9 

THEMEPAHK 39.99 

TVWBTTD 9A.I» 

FOR MORE DETAILS CALL OUfl SALES LJWES 



AMIGA CD32 

CD BASED CONSOLE WITH A 1 230 
22-DlTPOWEn 2t4.9O0OOL0L.ftS 

mOM A PALLETTE DF 16 7 
MILLION, 2 Ml RAM, FAST 14 MHa 

SKan prcceSsOR »lays 4uOCi 

CD'i VM ON SCREEN OOPUY AUD 

EROITAL VIFjFQCDsWITH 

OPTIONAL FUV ADAPTOR 

AMIGA CLKS! gPECTAtULAfi VOYAGE PACK 
VViTHMIE«0(MjSMANDCHV«)SENX3*V,E ZAftJD) 

PLUS TWO PACK AVAILABLE ONLY WHEN YOU BUY 

A C02e ELITE 1 CD ANC TRIVIAL PURSUIT CO JUST ADD... 1?JB0 

COMMODORE FULL MOTION VIDFD-C D MOD ULL 

FOR AMIGA CO }3 GP7ES CD-32 HIGhQUALrTY FULLMOTTOH 

VIDEO CAO^BILITY FOR MOVIES. MLI5K- VIDEOS. AND GAUEjS 

THAT FEATURE FULL MOTION VlDfO GAMEPvAY. 

SIMPLY SLOTS *TO BACK OFCD-S? 19*.« 

COMMODORE 
CONTROL f AD 
16. 3B 

DTMAUIC8 
CDHTRDLPAD 
FOH CU-32 
I UN 
(Jl C utiHO-T S0AIN11HIATTE A 
STEREO SPEAKERS <:PAIHI 
FOH AMIGA. CD-JiOR PERSON 
STEftEO VOLUME AND BALANCE 
CONTROL. BASS AND TREBLE 
BOOST 4YYi*W MUSIC 
IB.® 

KREEUIC't ? STEREO 
SPEAKERS, =AIR| FDR 
AMIGA CD»L» 
rcn&Ow*!. STEREO 
13.99 
SONY 3BSA30 PORTABLE SPEAKt RS 
WITHBULTiN ALlOLiriER ON>CFF S^^' "T. -1 
VOLUME CONTROL. B5MM DIAMETER 
SPEAKnC !DC»*.ronUS6«lTHYYj , lLrtMAh, 
OtSCMAff. CD32 OH AUCA 34.99 

HI=IAL,U1OLtAD-AWHjA,'CB33y3TT0STERE0 - ..Ml 

UEDIALIFEOSTIl-L Lll^WER |&OCArJLCITTF| il® 

SChEEnSEATM*)^ AOAPTOr FOnS(7flFEM3EAT3PEAli£Fl£ .. .. 7.B9 







SETTLERS 

20.99 



WING 

MECATRAVEULER 
a ELITE 

SPACE LEGENDS 

9.99 



AMIGA A 1200 



SPEEDS ALL 2 
6.99 



SKIDMARKS 
17.49 



UFO 

23.49 



K24C 

18.49 



AMIGA A1200 



— '■■■ * 



V 



A— aijoojinclli&E i*Ql£! BuilTin TV MOdulaTM 

J UBHAM EXPANDABLE TD HI MBFAST UNHlWHrj 

BpOCEStOHNEW AfiA GRAPHICS O* SET 

Ho.DW SCREEN CCLOUR5, FROM 1ST M«JJC*I 

i CHANNEL STEREO EQJOELILT IN FLOPPY DISKCflVE 

BUILT IN INTEHMAL. HARD DHIVE INTEHFAOE HOEi 

AND I TEW N-HOME SERVICE WARRANTY 

4.MIGA A1ZQ0 2YD DESKTOP DYNAMITE 
WITH WO HOW OHTH 10 *S* DESKTOP PUBUShEH, 
PERSONAL. PAINT IV A0A PHINT MANAGER. 09C*P 

A^J DENNIS MO.n 

AMIGA A1200 2rT) COMBAT INNOVATIONS 

WITH WQPOWORTH i!0 A&A DESKTOP HJHLIS.HER, 

persqwai ntiiT v Ar.A ^hint MAhJAr.rn 

DAT EST DAT. TOTAL CARNAGE, 

BRIAN THE LION AND ZOOL 2 3«.» 

AMIGA A1 WC COMBAT IHNWVATI0H5 PACK 
As ABOVE WlTM IHTEANAl i.i- HARD MIVC 

AlSWfiW COMBAT* 90 MB DRIVE Sld.W 

A I SCO i'lSft COMBAT I I £D MS DRIVE SM.DO 

A1200 l'17ll COMBAT *1TO MB DRIVE SH.DO 

ACOAPLUS FOUHQR CHAOS PACx IF VOUWiSn 

FDflHAHDORIVE PACKS PLEASE PHONE TO CHECK 

L*Tf STT PRIQf AND AYAA.ABAITV 

A Ml R A Al 200 2/0 LEMMINGS 2 PACK 
WITH LEMMUQS 2 AND DELUXE PAJ*|T 3 



3W.M 



AMIGA A120O L EMMINGS 2 PACK 

AS ABOVE WITH IHTUHAL 2.*' HARD DfllYE 

AISDOl'BQ LEMWNCS- 60 W8 DRIVE . «S0 W 

Al 2DD 2i'IM L£M|«MGS - I2D W6 UFUVE 5DO.M 

41 SW &'"TO LEMWN05 - 1 70 MB DRIVE 5W. W 

W*CtS wCLUCE LEUMINDS ? AND DELUXE PAihT J 

ABOO's WHILE STOCKS LAST 

AMIGA A.6D0 M0 MILD. WEIRD 
AMD WICKED. PACK 
WITH DELUXE PAINT 3. F I OHANCI PRIK 

»usn over and puttv iio.» 

• SPECIAL DE AL- 
ADO A PLUS FOUR 
OR CHAOS PACK 

WHEN tOg BUY ANT OF 

THE AMIQAS LISTED 
ABOVE YOU CAh ALSO 
PlinChUgE CNE lONLY 

owei of these awmbmg 

VAJIUE PACKS 

PLUS FOUR PACK 

ELITE S. 6ATMAN RETUHN9. LCMMBHQ9 2 
1 ClVIUSATON AQAI JUST ADD.. 

CHAOS PACK A1Z00 

iCHAOB ENGINE NICK FALOO 

(jOlP. pinball Fantasy t 

SYNDICATE! 

JUST ADD U.Sfl 

CHAOS PACK A80O 

iCKAOS ENGINE NICK FALDO 
GOLF. Pinball FAhTaSy i 
SYNDICATE, . . AI9T ADD . t.H 




!>;=* 





SWIFT TP2D6 JOTPAD PQfl 

AUI.n.O.'ST TJRBOFIPf AhQ 
AUTC*IHE 

COMPETiTON I 
PSOEKTFIA 
JOYSTICK | 
FOH AMlGfcST 
CLEAHBA5E. I 
VlKjflOSmTC-lED 
W TH *UTO*=IBE 
11 .M | 
CAJICKSmOT 137P PYTH 
JOYSTICK FOP AMIOA-I 
ALKJFlPE 
Mt 

CHEETAH BUG 

JOYSTICK FOR 

AMKJA'ST 

baorO&wTCheo 

WlTHALrTWIh* 

13.99 

SC0PP*C*l F\US- JOYSTICK FOR 

AMIGA/ST ARCADE STYLE WITH 
TUHBOHRE 



A 



QUICkShOt 1281= 

MAVERICK T JOYSTICK 

FOft AMIGA.'*! 

AJUTOFIRE 

11.M 





FPEEwHEEL STEEHING WHEEL 

(CtGlTALJ 

SUITS MOST 

::h vii,:: 

GAMES 

■ut 

SAITEK 
MBOAORIPS 
JOYSTICK 
FOR AUICA'gT 
AUTWIRE 
11, « 
SUPER PRO IIP STICK 
JOTSTICK FOR *MIQ^3T. 
MlCPCiEmiTCHED WITH 
AJUTQFIHE 



SOLLISTICK HAKO HELD 
MICRO SiYI'CHL-U AUTOFlRE 

Mt 



fi 






K0N.IX SPEEDKING ANALOGUE 
JOYSTICK FOR AMIGA ENAfll FK 
PROPCflTIONAL ODHTHQLON 
SUITABLE SOFTWARE 
AUTDF'RE 



MEMORY 

£ i »K AMI3 A RAM NO CLOC< FOR ASM OR AM0> . 1T.M 

SI2K.AMI3A R4M .CLOCK FDR A500 OR ASflO. ID.H 

' MRAKHl'LUS'MMuPQRWe.CLCCK P.M 

» MBABDa RAM UPGHAOE * CLOCK iSM 

i MBPCMCiAuPQBaDE 'OR AO0D0fflAi2W] 

PLUGS DIRECTLY INTO SMAR~ CAPE ELGT 1 ESI US 

Omega fPu . *hb ram FOh amis* Aiaic. 
SPFCiFiCaTiO as f;r c«JE0a RAU But »*1 
ADDITlCfiAL BUd I FLOATING FO-VT JNrT FDR 

MATHS AND CAAMC& ACCELERATION ZH.H 

LEADS 

anti-surm imet 



MJ.TIPLUGEKTEN5IOS 

■'IIIJ-L.-JAjA'^- 

ELECTRICAL S1IR06S 

AWTi-SUROE PLUO 






lim 

Hl-F< AUDIO LEAD -AMI0A>CIJ»3T TO STEBEC " 

II.5 METSES. 2X PHONO PLUGS TD 2 XPHOfB PLUQ&l 

CAN ALSO BE uSEC "O CONNECT STeAEO VIDEO 
TO*t.FI.ANPf.|JigePAPlATE5 TOOEThER St* 

.QYSriCK SPLlTTEFl CABLE f^P AUCAORST 

CCfihECrafJOYSmCKaTTD 1PORT SK 

ROBOSHIFT INTERFACE ".Ifi AUQA OR ST 

PLUGS- MOUSE AND jaT5TTC« INTO ONE PCRT ..|3» 

PORT EXTENSION AOAPTCfl FOR AMIGA. OR ST 
iPACKOfTAOiE'ETlENDSeVEiCM «*» 

AHALCGUE JOYSTOS ADAPTOR POfl AA*5A 
.ALLCWE, AN V 1i-P1^ PC .OrSTICK TE BE '.. =,F 7. 

*rfH Games that reatlre AftALOfivE COntiol .. .. rss 

NUi.. MODEM CABLE {CONNECTS 2 COU n UTER£ 

ft* HE^O to mEsd Playing Cw certain Games SuCm 

AS POPi.JI.OUF> FALCCh KNK3HT? OFTHE SKT*. 

FORMULA 1 GRAND PRIX AND U1KOCW iH 

PWNT1EH LEAD IPARALLEL) 1 SMETHES - 7JS 

SCARY LEAD AMI3A COE TD TV WITH HCAFfT MnjT. 
REQUIRES Tv with MANUAL SGAfr CHANNEL 9M 

SCART LEAD ■ AMKSA TC- GOLDSTAR TJ * « 

AMK3ATOPHIUFSTY »H 

AMIGA TO SAMSUNG 999 

AUiC-A TJ SONY TV 9M 

AMK3A TO TOSNBA.M-ACHI TV 4 M 

AM«A TO TV W"1 SCART INF\J» ».H 

TVLEAO-AMlOACDJiTCSViSTVCflVIDEO ».M 

MONrTDR LEAD . COS TO OMBS33 1(B4S 9-H 

MOHITWLEAC -AMIGA TO CMB8H 'M«i 9n 

ZYOSC AMGA Power Supply <b»ecial 

OOO. HDNNINO TRANSFORMER! . )l M 

COMPUTER CARE 

CLEAHNS wTFQHCC«* 1 LITER5i,VllT>i VACmjM; l/|rt 
DUST COVER FDR SO COLUMN PRHTER iCLEARl 4 Ml 

(XSTCOVEHFOF".AI200.;CLEARPVC| 4.91 

CSWT COVER FCRAiwOeClEAR PVCl 4 w 

DUST COVEH FDR A5» OH A _ AJ4I ST ICLEAH PVC-I 4.91 

OUST COVER W MOM TOR ICLEIV PYCi D.99 

MOUSE HOUSE IHANDV PUCE TD STORE VDiJR VCiXE 4 4A 

CONTTROL CEMTRES 

PHEUIERUNI CENTRE FOR AMGA 
STRONG UNIVERSAL STAND *Ofl COMPUTER, 
MONITOR STANO AND 5VCLF FOR EXTERNAL 

PE1RJPHERALS .:CDMES FLAT PACKEDl :Jfi ili 

PHEMIEHUNI- CENTRE PLUS FOH AUIGA. 
EXTRA LEU0TH VE«SICMFOROVERCWVE 
ANDOTMEHFEHIFHERALE. 42.99 

DIGITISE RS, SAMPLERS & SCANNERS 
TECHNOSOLWC TuUBO 2 SCHJNO SAMPLED 
REAL TlMF 5PFGAI FFFFC'TS W"RK5 WITH Hit 
AMGA. I MB RAM REQUIRED 20 « 



KAR1 LEAL 
SCAfll LLAU ■ 
SCART l.fAn ■ 
SCART LEAD . 
SCAHT LEAD ■ 



raEDUAETEftFQR A£OOORASIU. COMBINED 
VIDEO DGITIEER AND AJLOID SAMPLER \ I VS; 4S.«« 

rfDECMANDY SCANNER FOR ANY A«GA 
11)y-*jOC*l HIGH LXJALIT* RESOlUTION. 
B4 SIMULATED GREVSOALES, INCLUDES 
DAATASCA.N PHOfESSJONAL SOfT|r(*nE 95.99 



1499 



-Al H\H 
. 11H 



OVERDRIVE V.3 HIGH SPEED HARD 
DRFVES FOR AMIGA A1 200 

THE FASIESI UKlVfc EVEH REYIEWt'J BY LU' 
3.S. - CKJAUTV BE HARD DRIVE. AVEHAQE ACCESS 

TIME 1214$, STYLED TO MATCH AMIGA 

EASY INSTALLATION - PLUOS INTO PCMCIA SLOT 

AO TOOLS AMD 1 YEAR WARRANTY 

UWOniVJ HO MB EATERNAL HARD L*IV£ FOR AMIGA Al Sat! 224.M 

OVCRDAUVE V S 21DUB EXTERNAL HARD DRIVE FOR AMIGA AIJ9C 3A4.W 

JMMDR v'E V •■ ibU MB EXTERNAL HABO OHIVt iLHAhtOAAlMO 26^) m 

-■ uijwh externa. harpH'Rivf Fca ami:ia A-^^f: . .. 2»» n 

OVCHDnvE V.} lio MB EXTERNAL HARD DRIVE FOR AMIGA Aim 32«.V» 

INTERNAL HARD DRIVES FOR AMIGA A 1 200 & A60O 
harc ap ves hptih speed i f drivf. isms access time iapfho^i 

■ rfMAfMAAMHTr. KIT COMFLETE AND EASY TOFF. DHIVES FJLLY PHEPARED 

ifcrrr that off NINO ■•Sun auija may invavidate the warranty 

ttME N ' = -'.." - P AMD L HIVc JJF '.. ACHE I *INl H . I [ -H .', :vuf- ■: ' M I H SH 

e< UFJ IVTERMAL HAHD DfllVE 3!K CAOHE (CONNER) FORAUIOAAUW . 13S« 

42 MB INTEHhAL HARD DRIVE 64K CACHE .;iSM! FOR AMMU Al HK) 1 4».» 

« UB LNTTEHhAL HARD DRIVE SJK CACHE (IBM! FOR AMrljA ASM H9.» 

ij» MB mTERhAL HARD DRIVE «AK CACHE (AREAL) FOD AMIGA A6A0 1BBM 

*K UB IhTERhAL HARD DRIVE 64K CACHE (AREALI FDR AMIGA A1 JD1 IBS jM 



OVERDRIVE CD ROM FOR A1200 

EATERk*. CO ROM DRJVE COMPLETE WITH (NTERPACE 

(PLUQS INTO i'CMCIA PORT; RJNS MOST EXISITINQ COS 

SOFTWARE, PMOTlVCO, CD AUDIO ANDCDiG DISCS. 

DOUBLE SPEED MULTI-SESSION. DRIVE UNIT WITH 

MOTOfllSED TRAY FADING. EUTERNAL POWER SUPPLY 

ALSO INCLUDED AMI0A AND CO AUdOCAN BE MIXFO 184.99 

* YEARWARHANTY 

THE WOHLDS FIRST PCMCtA SLOT 
CD ROM DRIVE FOR THE AMIGA A12LTO. 




SCART TVs AND MONITOHS 



SPNV KVM14MT*' FSJT colour 

SCAFTT TV.'VKONrTpfi WITH HE**J.TE CONTROL 

B0 CHANNEL TUNING. REARSCAfTT INPUT 

(IfWdONE SOCKET TVrtJJHSSlTlONTlLT LiLACK 

TRHiTRCN ECHEEN, LQQP *ERIAL FREE SCAHT L.EAO 

50NY KVM1 4Q0 WREY1 1 84.M 

SONY KVMUM iWNITE'i 1B4-.S9 

SONY KVM1J01BL FASTEST 144H 

BHAHP14- COLOUR 

SCART Tu.MOWTOR WITH fi£MiTE COmftW, 

« CHANNEL 1 UNING. HEAP SCAPTT HUfT, OH 

SCREFN DiSPiAY. Chflf F TIMER. FREE SCART LEA& 

SHARP14- 174 W 




ALFA 

MEOAMCLJ5E +«■ 

•I- IV 5* ;q.3 T 

jggQFi.pjQH 

Q^AJTY MOUSE 

tut 



I EKLlPSE MOUSE, 
* ^H MiCFTOSWlYCHFn 
■ i« DPI FOR AMIGA 

M "ii 






MCAJSC MAT WlTK 

SPONGE BACKING 

AM 



SPECIAL RESERVE 

BRITISH MADE 
ERROR FREE DISKS 



PACK OF 10 SPECIAL RESERVE 
3 5" DSDCCISKS WITH LABELS B, 

free plastic f l ip top disk bojk . * it* 

PAC K 0P 10 SPECIAL RESERVE 

3.5" DSDD DISX5 WITH LABELS ,.,1t,H 

DISK BOXES 

DELUX.E DISK BOX 3 J- (W) 
LOCKABLE, DIVIDERS Mft 

MEDIA LIFE FILE DRAWER, 9TACKASLE 

ipg CaPaQTY li" OiSKS 14 bb 

200 CAPACR-Y 3.5- DISKS t»» 

W tAPACllTV CPl 1«» 




FFIEE SCAHT LEAD 

I9TATI ANIQA CDS. ST, HEUDHIVE 1 09 f. OR SNES- 

MicROvrrec 1433 

MULTI-SYNC MONITOR 

FOR AMGA !,1>jiA*lX. OR PC CCUPI FTF 
WITH STEREO SPEAKERS. 02BDOTP|rCH 
RESOLUTION IS Pn RGB, i> n PluG 
AMK3A ADAPTOR PLUG INCLUDED 
SUITS ALL A»»GA AGA AND ALL PC 
■jtRCEN MQOEFjTC 9VOH 



>Fah wAftRjuylv 

DISK DRIVES 



JM*9 



EXTERNA^ IS" DISK. DRIVE FOR ANY AMGA 

wiThSOnT'CITISN DRivE MEO1AN1SU BtHJK 

FO^WATTED OUIET, HIGH QUALITY, SLIM LIVE 

DESIGN COLOUR MATCHED METAL CASE 

AUG LONG REACH CABLE 41. H 



ZTOED INTERNAL 3 5" DI5K DHIVE FQH AMIGA AMD OR ASOtt. 

REPLACES EXISTS DRIVE HHVALIDATE5WAPPANT--I . .. 



AtM 



HEAVY discounts 

HUGE range 
FREE - 16 page colour catalogue - just phone 

0279 600204 



^r*i 



HUGE rang* ol hRrormjire, uhwin, 

t»OM p*rlphnriik and lt«d> for 

PC, CD Rom. Ajnlgj. CD32, 3*g«, 

Nintendo, Alan, Apple, Sony. Philip* 

and 3M AH official UK prcxtuctt, all 

■t HIAVILV diKOuntvd prim 



orttr by pott, or by phe«T* e* txxm lo «■»* oith* Sp*ci«r R***rv* 

CLUB SHOPS ofM mm i« ■>■ seven m« a ■■ 

CHELMSFORD ■ 43 BroomfifilQ" Rd iround ih* comir hum int que eUHdt 
SAiVBRIDOEWORTH - THe Mailings £M ynUt from int imir slimr. 

Over 200,000 people hove joined Special Reserve 



ALL PRICES INCLUDE VAT AND CARRIAGE 



CD32 SPECTACULAR VOYAGE . , . 240.00 



GAMEBOY t FREE KIRIY'S DREAMLAND 39.99 



ATARI JAGUAR CYftERMORPH . . .219.99 



i 1 ■» 



■ ■ ■ 



^^ mm ^ 



PANASONIC 3D0 TOTAL ECLIPSE . . . 395.99 



SEGA CAME GEAR + 5 GAMES 85.99 



["WE ONLY SUPPLY MEMBERS BUT YOU CAN ORDER AS VOUJOIn"! 



I Members receive our 4B-page Cotoui CUD Magajine bi-monthl/ 
j Each iseuei reviews a seleclic" from our aKtensive range and includes. 
I at leas; £30 worth ot coupons 1or additional savings on 1cp pncducis 



Msi"ti^fs ana gndsf no obljijllofl to buy Rnylriir^ 



jMEMBEISHlPKES 

iSfJfAIONTHS TKIAl 

I 

I 

I 



UK 


EC 


W01LD 


4.00 


6 00 


7.00 


7.00 


9.00 


11.00 



ONE YEAR 

m mi nn mm ut mm « anHMH utiHimtui»ii umm 

Credit Card Soles 0279 600204 10am to 8pm Daly 

CHOICE OF SEflVlCS - PLEASE READ BEFORE YOU ORDER 
Ail peiceg Yidude VAT and 2-1 ADikmg day caniBge 'a UK mairlaixj 
54frw«iT4 4ind peripherals ^r«- $gnl by post:. hRfdwara by WhilR Arr^w 

Pleage add nop per posted HE«n It you require rwsl class poal 

Pmasn add F1D per r-Jrdwi'a i"mr II yOu 'aqjirc ngonighl carnngo 

HUirdwBPB i4bt« (bBdery or mains) arc only supplied Id the- UK manlBnc 

Allow one or wo days tor processing and descatEh ai acoclt items 

All iMnns are ndividjally daapmtlied and may nal arrive bogelher 

An prd»r cgnlirrnni^fi/dfspalch «dvks»VAT rrreinpl «il follow 

Overseas orders inusl Qe paid by credit oard |no hardware sold overseas) 
Overseas surcha«ge £2 CU car sotware 1e<ti Dr 25% on o1he r hetie 

ISlOCK CAPITALS pH»r 

Miamii S ArJdr(SS AGUE | 

! 



.Posrcoda . 



r PC jM(M UMt DISK V CD ROM 



Mac* rw 



Phone No ^^^^^^^^ 

Enter membership number frf app. cable ; o- 
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was on holiday last 
month (as you probably 
noticed from the poorer 
and less funny sections of last 
issue — f had nothing to do 
with them t you see, especial- 
ly the bits with spelling mis- 
. takes) and whilst jetting from 
j island to island in my private 
of I I^MiHW— i-BI plane I came across some 
working class scumbags selling goods in a market 
Amongst the stuff on offer were some Oameboy car- 
tridges with up to SI games on them. Now, as you 
know, I'm a bit of a games-playing monster so, 
rather than reading classics such as American Psycho 
and Janet and John Snog Each Other, I prefer to 
while my time away by the pool fiddling with my 
game boy. I mean 'Qameboy'. Naturally, t snapped 
one of these cartridges up and skipped merrily back 
to my exclusive (or should that be 'EXCLUSIVE!'?) 
apartment, pausing only to sign autographs for Mick 
Jagger and Madonna. But when 1 settled down and 
prepared to enter gamesplaying heaven, I noticed 
that there weren 't in fact 81 games - more than half 
were duplicated and given another name, so poor 
saps who weren't in the know would have been welt 
and truly ripped-off. And, to top it off, they were 
obviously pirate versions. 

So there's a message here, kids: Piracy definitely 
doesn't pay, on any format. I know — / had to get 
my money back- 

Simon Byron, Editor. 



6 BOOT SECTOR 

Sir Mattford B has all the information on this issue's 
incredible little square things with magnetic round bits 
in them, 

11 NEWS 

Lots of things have been happening in the world of 
Amiga games, so if you want to know the what's 
when's and how's, this is the place for you. Probably. 

17 MOW'S THIS WORK THEN, 
MATT? 

Old goat pants himself shows just how lucky he was 
to get his job, by completely messing up what can only 
be described as a div's guide to the odd bits hidden 
deep within the Amiga. 

18 WIN SIGNED SENSI STUFF 

Yes, this is your chance to grab hold of 
a football signed by all your top Sensible 
Software heroes. I'm sure it would look 
great on your wall. Or in the bin. 



21 A LOAD OF OLD BULLFROG 

The One would like to apologise to the makers of Syn- 
dicate. Populous and Theme Park for having to suf- 
fer an entire conversation with Andy Nuttall. We 
realise that it's more than any company should have 
to endure, but it's hts job. Sorry. 

26 WORK IN PROGRESS 

Jungle Strike, Akira, and Mega Race are just three of 
the games we'll be Wiping this month, while sausage, 
egg and bacon are just three of the things I'll be eat- 
ing for breakfast. 

41 REVIEWS 

This month we really are very funny indeed. No, hon- 
est. At one point Matt says something about Reuni on 
that really makes you laugh, followed by Simon who 
makes a very clever and witty observation about Litll 
DiviL Oh, and of course Andy reviews Theme Park. 
Never mind — you've got to have some crap bits to 
fully appreciate the good stuff. 

69 UPDATES 

It's amazing how much money some companies make 
just by putting exactly the same game on a CD and 
then charging people (who already own the game) an 
extra £40 for exactly the same thing only with an addi* 
tional five seconds of rendered tea kettles rotating 
around an apple. 

71 REPLAYS 

It's amazing how much money some companies make 
just be putting out exactly the same game as twelve 
months ago, chopping a few quid off the price, and 
selling it in a smaller box. Am I starting to sound like 
Gary Penn? Oh dear... 

76 KILL ZONE 

Having trouble with Heimdafi 21 Not quite getting to 
grips with Valhalla! 'Well stumped' by Kid ChaosJ 
Worry ye not young fella '-me-lad. for The One is 
indeed well and truly on that case. And as if that's not 
enough, there's also Snip Tips and Matt's Games 
Surgery. Are we good to you or what? 

86 WIN A LOAD OF CRAP 

We've been told to tidy up our office by the nasty old 
witch who lives upstairs. She eats little children, you 
know. So rather than scooping the crap into a bin bag 
and dumping it in a skip, we thought we'd send the 
lotto one of you! 



20 LETTERS 

If you think we could care less what you 
lot out there think then you're sadly mis- 
taken. We use all your letters to store our 
bogies. And that's true. 



It's in a jungle and it's a strike. It's the sort of strike that you're 
only likely to find in a jungle, and as far as jungle strikes go, it 
is. As if that isn't incomprehensible enough, we've given 
Matt three pagc^ to spew crap on about Ocean's lat- 
est game called Jungle Strike. Not that they've 
done one before called Jungle Strike. Or are 
ever likely to do another one. 
Er.. .right on. 






GAMES FEATURED IN THIS ISSUE 



ALADDIN 



BUBBLE 



BRIAN THE LION CD32 UPDATE 




THEME PARK 44 

Phwoar! We've waited and waited and 
waited, and now it's here (and we've 
not just reviewed the PC version either 
— apparently someone in Macclesfield 
had it and Tony was next in line). Bull- 
frog really does know how to get the 
old jukes bubbling, and if Andy's review 
is any thing to go by, you'd best get 
your best crotch nappies at the ready. 



CHARLIE J. COOL 



CYBERSPACE 



87 BACK I55UES 

Hey kids! Read the mag from cover to cover? Count- 
ing the days 'till the next issue arrives? Got tons of 
cash that you don't really want any more? Well, you 
look like the perfect candidate for our Back Issues 
page, Harry spends literally seconds every month 
preparing this page, so go get your mum's purse and 
nick her credit card now! 

88 PD ZONE 

I've got the funniest feeling that Matt really thinks 
people are interested in cheap old tosh. I mean every 
month he wastes hours playing through Asteroid 
clones just in case one "...really is quite innovative, 
bringing the genre into the 9Q's with a bang." Silly 
bugger. Still, it's good absorbent paper if you get 
caught short on the lav', I've heard. 

91 SUBSCRIBE 

Hey kids! Read every mag EVER from cover to cover? 
Frightened that you might miss the next issue as lit- 
eral ly thou sand s, hundred s, tens of people rush , 
***», saunter along gently to get their copy of 
Britain's least popular mag? Don't worry — just 
your dad's cheque book and turn to this page no 

92 RECOMMENDED 

In this month's episode of Recommended, Judi wond 
whether Jeff is having an affair or is just acting wei 
because of his extra leg, Brian falls for his attractive ne 
lampshade, while sultry seductress Stephanie learns how 
to tickle the underside of a salmon — the hard way. 

96 BUBBLING UNDER... 

In a totally new and exciting part of the magazine, 
Simon Byron pulls back the silver foil on some of tH 
crumbliest flakiest titles likely to be gracing you^ 
Amiga in the near future. Some are old development 
devils, while others are fresh vacuum sealed sweeties. 
I'd like to point out that this isn't just Mini WIPS 
moved to a different place in the mag. Not at all. 

98 NEXT MONTH 

We've finally realised that lying to the readers month 
after month isn't working, so we've sent Matt off 
into the past to bring back an important figure 
from history to give us the low down on next 
month's issue. Jesus was busy and Hitler told 
him to sod off, but he managed to bring back 

a top theologian. Not to be missed. Unless , 

you've got brains. 
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DEVIL.. ..64 

CD32 owners should all 

get together in a big 

room and hold hands, 

because here comes 

what can only be 

described as — a game 

fortheCD32 r . Yes. I 

know. Incredible isn't 

it? Well actually, you'd 

best ask Simon because 

he's played it more 

than me. (Well it 

looked nice over his 

>ulder, anyway). 



DETROIT 



GULP! 



HEIMDALL 2 



ISHAR 3 



JETSTRIKE CD32 



JUNGLE STRIKE 



KID CHAOS 



LITIL DEVIL 



MEGA HACE 



BUBBLE 



BUBBLE 



REVIEW 



REVIEW 



UPDATE 



REVIEW 



PGA EURO TOUR GOLF WIP 



REUNION 



SKELETON KREW 



REVIEW 



BUBBLE 
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OOT SECTOR 




SENSIBLE WORLD OF SOCCER 

Renegade 



Look, I know that every month 
I 90 on about how incredible 
our coverdisks are, but this 
time ] really mean it, This has to be 
one of the most-awaited game in the 
Amiga's history since Frontier, and 
blow me if we haven't got just about 
the blimmin' best ever demo for you 



READ THIS! 

When you first start in the Fancy 
League, you can make as many 
player transfers as you want. 
Once you get into the game, 
however, you will only be 
allowed to make one transaction 
per match. It is therefore very 
important that you make as 
many deals as you can at the 
start, thus improving your team 
" >re you play your first match. 




special readers. 

There is one problem, 
though: you can only play this 
demo if you promise to never 
buy any other Amiga magazine but 
The- One again. Just say out loud, in 
the direction of the disk, "l J H only ever 
buy The One" and then plop it into 
your drive. Nqw it'll work. If you ever 
go out and buy another mag, the 
demo won't load any more, so don't 
even bother putting it in your drive. 
Okay? Good, let's move Ml... 

The fist thing you need to decide 
when you play our demo, is whether 
you want to play a quick friendly 
game to sample the delights of SWOS, 
or whether you reckon you're hard 
enough to take on the cream of the 
crop in our Fancy Football League, 

FRIENDLY 

If you choose a friendly match, you'll 
only be able to choose from one of 
the Fancy League teams {it's worth 
noting that throughout this demo, 
even though you can see other 
options, you can only select the 
brown ones). By highlighting that 
team with the joystick, you can cycle 
through player, computer or manag- 
er control (where you get to decide 
the strategies and team selection, but 
the computer plays for you). After 
that, you can just get straight into it. 
I'd also like to point out (while I'm in 
the gloating mood) that this gives you 
a full three-minute game and not just 
a 'one goal only' demo Pretty bril- 
liant, eh? 

As far as viewing and arranging 
you teams goes, it's pretty much iden- 
tical to the original Sensi, and by mov- 
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APING YOUR DISKS 

1 . Take me, take me, baby baby bake me. Oh yes, and the disk. 

2. In a ragamuffin styley, insert the disk into your disk drive. 

3. Shaking your funky stuff, carefully select the demo of your 
choice, using either the function keys or the mouse, 

4. Oh la la, if it isn't just about the best hlimmin' demo you've ever seen. 
On this mag, This month. 



ing the flashing cursor you can 
change the team's formation and 
generally juggle your players around. 

FANCY 

If you take Rart in our Fancy League , 
you need to decide whether you want 
to be a playing manager or just a 
'watching' manager, after which 
you'll receive a letter from the chair- 
man of the Dead XI explaining that 
due to Harry being crap, you've inher- 
ited the managerial role for the team. 
You've got a brand new team, and 
tow's your chance to make an 



impression on the Fancy League by 
working your way through the actual 
Fancy League teams, starting with the 
second worst, and ending up against 
supreme champion. The Sens! World 
Champion himself — Sir Simon Byron. 
It works in the same way as any 
league but if you lose you may find 
the Dead XI Chairman fairly harsh.... 
The main screen shows the match- 
es you have yet to play and in what 
order, along with a fair bucket-load of 
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football 



iBs 



We've got Sen si r we've got Sensi. And we've got Tower Assault which works on all 
machines. Ha ha ha! Yes indeedy folks, if you ever had any doubts that The One can 
beat the crap out of its competitors as far as disks go, doubt no morel Matt Broughton 
pulls his pants down and gloats like some vicious, er... gloater. 
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enegade 




JEN BREED: 
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options. Let's have a tittle look now, 
shall we? 

SQUAD 

This option allows you to view your 
players, with information such as how 
much they're worth, their position 
and goats scored, Clicking on the bot- 
tom-most head icon will cycle through 
Other players in your 'pool'. 

PLAY MATCH 

This takes you to your next game 
in the Fancy League. You 
don't have to cycle through 
the other team's games 
with this option as it just jump? 
straight to your next match. 
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NEXT MATCH 

This takes you to the next game in the 
league. If you're not playing, you can 
either opt to watch the match in its 
entirety or just get the results. A sub- 
option from both this and PLAY 
MATCH is the STATS, which allows you 
to (heck the highest goal scorers, the 
tournament settings, as well as allow- 
ing you to examine any of the other 
Fancy League teams in more detail. 

BUSINESS 

This options gives you a simplified 
bank statement, with gate receipts, 
player wages, etc. 

TACTICS 

This option isn't running in the demo, 
but you can have a look at the sort of 
thing you'll be able to do by selecting 
USER A FORMATION. Unfortunately, 
you can't do anything but look, but 
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this only a demo after all (still bloody 
good though, isn't itl) 

VIEW WORLD 

Again, because of this only being a 
demo, you can only look at the Fancy 
League or the English Premiership and 
Division One, From here you look in 
on the games going on, either as a 
result or by watching the full game. 
You can also access the STATS in the 
same way as already described. 

SCOUT 

Fancy League only, what team to look 
at and what player to monitor 



TRANSFER 

What a demo — 
even the transfers 
are working! Any- 
way, there are a 
few options with- 
in the transfer 
menu, and those 
are, basically... 

BUY 

Here you can view 
and bid for play- 
ers in the Fancy 
League and Pre- 
mier League with 




the BUY OTHER PLAYER option, or can 
search for specific players on the 
domestic market. Using the domestic 
market option, you can specify the 
type of player you're looking for, 
along with particular skills you 
require. You can also specify a price 
ceiling. Okay? 

Once you've entered the details (by 
moving the cursor and pressing fire to 
cycle through) you can click over LIST 
to view the relevant players, which 
will telf you where to look for your 
perfect player. 

Once you find the player you wish 
to bid for, highlight them with the 
cursor and select MAKE OFFER. Here 
you can put together your proposal 
for that player, using either hard cash, 
or a combination of cash and player 
exchanges. To alter the offered price, 
highlight the amount and move left or 
right while holding down fire. If you 
want to include a player exchange 
into the bargain, highlight the plus 
sign and press fire. You can now move 
though your team and select the p lay- 
er! s) to be offered, Once you're happy 
with your proposal, highlight CON- 
FIRM OFFER and see what they say. If 
you're refuted, you tan make an 
improved offer. 

You can also put one of your scouts 



onto a particular player, but due to 
the demo length, there's not really 
much point! 

SELL 

Here you can put your team members 
on the transfer market and see if any 
one else shows an interest. Even if no- 
one immediately jumps up with a nice 
fat wad of cash, you can leave your 
reject players on the market for next 
time round. 

vBtmmmmm 
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ALIEN BREED: ZONKED 
TOWER ASSAULT Ps *s nosis 



Team 17 

ands up who knows Alien 
Breed. Everybody? Excellent- 
Right, I'm off for a cuppa 
while you play our superb demo. 
(Every month you pull some naff trick 
like this, and every month I have to 
put some comment in brackets 
telling you to get on with it Wilt you 
never learn? — Simon). No, I guess I 
never will... 

Okay, Alien Breed is is completely 
easy to describe. You control a top- 
viewed fella who runs around shoot- 
ing nasty aliens, trying to complete 
some sort of level task. In this partic- 
ular demo, your task is to destroy all 
of the security installations (those 
machine-type things scattered all 
around the level) and find the pass 
that will operate the deck lift. 

Along the way you'll run into an 
infinite amount of energy- sapping 
aliens, as well as radiation-filled 
rooms which must be exited ds soon 
as possible if you want to leave with 
any energy. Holes appear in the 
floors every now and then with — 
yes! —more aliens. 

At the top of the screen (or the 
bottom for player two) you'll see 
your current energy along with the 
number or lives left and the amount 
of ammo left in your gun, Next to the 
ammo level is the number of spare 



ammo clips in reserve, and then the 
number of keys (well, actually, 
you've got infinite keys in our demo 
— just don't tell anyone!). 

Er, other than that, it's all pretty 
obvious. You need to avoid contact 
with bad fellas, and blow up as many 
of the installations as possible (i.e. all 
of them). Once you've destroyed 
them all, you need to get to the deck 
lift before the whole level blows up. 
Right then, off you go! 






Anyone vaguely familiar with 
the idea of Pengo or any of 
the many puzzle games that 
we look at in PD Zone will be right at 
home with this little love, because it's 
about as simple as they come. 

The idea for the game is quite 
straightforward: each level has an exit 
which you must reach, but before you 
can get to the aforementioned tile, 
you need to fill the holes in the floor 
by pushing something down them. 
Things start off quite easy, and with a 
bit of forward planning you should be 
able to complete the first couple of 
levels with no real problems. Of 
course, no puzzle game would be 
complete without some sort of learn- 
ing curve, so now we'll start to intro- 
duce some of the other elements into 
the game. 

One of the first things you'll come 
across are sliding tiles that, once 
pushed, will keep moving in that 
direction until they hit a wall or one of 
the solid obstacles that frequent most 
of the levels in Zonked. To deal with 
these you need to think about using 
the normal blocks as, er.. , well, blocks, 
really, to stop the sliders from going 
too far across the screen. 

Next up are patches of glue that, 
funnily enough, glue any blocks to the 
ground, while patches of ice will send 
both you and your blocks across the 
screen in a bit of an icy-slidey way 



1 



(though you yourself inn change 
direction if you're quick enough). 

There are a couple of other items 
you'll come across, such as magnetic 
blocks and electrocution tiles, but if I 
told you everything, you'd have no 
fun finding out for yourselves, now 
would you? 

You have a limited inventory, with 
items automatically being collected as 
you walk over them. Access this by 
pressing the fire button and, once you 
have the windows flashing, use the 
joystick to either select the item you 
want or the exit cross — then press 
fire to select. The meters in the bot- 
tom-right show both your energy level 
and your time limit. Needless to say, 
some of the items you find are neces- 
sary if you want to finish the level 
before you run out of either. 

Okay, I think you get the gist, so 
get your thinking caps on and get slid- 
ing. Have fun!" (You haven't said that 
at the end of a Boot Sector instruction 
for, oh, weeks! Simon), 



FIRE Go to 
inventory/select 



item. 



UP Walk up 



walk 




DOWN Walk down 



OTHER CONTROLS Space Bar to 
retry level, 0) to quit, P to pause. 



The Small Print Bit. 

1 . Whilst we here at I he One make every effort to check the coverdisks 
for all known viruses, we can accept no responsibility for damage caused 
by viruses which may have escaped our attention. 

2. The One and its retailers are not liable for any unnotified changes to 
the contents of the coverdisks which may occur. 







I 













m 






si 



MB 



m 



T*? 



I 




ut a path through Agon's demonic hordes and ex 

forgotten lands as you play the hero in this fantas 

I 

e-p laying adventure, set in a top-down, multi-dire 
perspective across seven extensive levels. 
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Available on: Amiga {compatible with 500, 600 and 1200), 
Amiga C03Z 
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COMPUTER CENTRE 



OPEN 7 DA YS A WEEK 

OPEN MON- SAT 9J0AM-5.30PM 

SUNDAY OPENING .1 I.OOAM-VQ0PM 
WEDNESDAY & THURSDAY 

Lily Nij^hL Opening 9.JOAM-7.30PM 

iWiNHflimai MO^T ho N K HOUOA If S 



TELEPHONE LEEDS 

14 HOUR MAIL ORDER SERVICE 

053 2 3 I 9444 iolinesj 

FAX: 0532 319191 

SHOWROOM ADDRESS; 

DEPT. 0NE t UNlT3,ARMLEY 

PARK COURT, OFF CECIL ST f 

STANNMGLEY RD, LEEDS, 

LSI2 2AE 



HOW TO ORDER 

Order by telephone quoting your credit 
(Land . Please make chequci!. payable to thp: 

'FfflSTCOMPL/TER CENTRE" 
In any correspondence please quote a 
phone number & post code. Do not forget 
io include the delivery tariff & DtpL. code. 
Allow S working days for cheque clearance. 

• All prices include VAT @ I 7,5% 

• Large showroom with free parking 
•Overseas orders taken subject to status 

• Educational orders welcome 

• Established Multi million pound company 



UK MAINLAND 
DELIVERY TARIFFS 

• Standard Delivery........ £1.95 

• Guaranteed 2 to 3 day (week days) 

Delivery ,.. £ 2.95 

Guaranteed Next Day (week days) 

Delivery ,.,.£4.95 



F irst Comm Bulletin Board 

why not place your orden on our new bulletin I 

board. First carnm is not just a meaiH of nrdftrinjj. it I 
alia givas you access: to read or download technical I 

support fitrs and advice, 

Tel. 0532 3 1 1422 



F ASV ACCFS5 FROM Mil. Ml and the Al 
MalAXtll 




FIRST COMPUTER 
CENTRE 



from Inc W6jf take the Hill and follow the turnon" tori 
Leeds.' York, A SB, Tb k win" merge with the Armlpy gyratory. 

Frttm thrMl fulluw Mgns for the Mill (ignore Exit (or| 
town centre). Talm At« Elland Rd taw no IT from Hi J I , 

| Fnllowilgniibr ASl,Thbmcr|«fw4ihArrriiry|3rratory,| 

Frumt.hedl r.ilnTncTurrftf' rniThr- AH. Thic merge! *irl'l 
the ASt (by-puilnf Leeds town centre) whic H meets the I 
Armley gyratory. Alter "living World"' at traffic lights I 
tab* i right, r ft . left again, i 2nd left to get to FCC. 




F I RST computer centre (LEEDS)Tel:0532 3 1 9444 



MODEMS 



MEW 



10 OVERDRIVE CD-ROM 

[I CD31 snftwirp, Playc An din CD'l.lhoWE 
ihotoCD'i, Phip into PCMCIA slot 

only £194.99 



iniwtuJICIl LD ROW drlvu kw ibA IKmIK&WH [jhiK 4_i:iUr SCSI iriirrlbit-i I 
Al tfrrm ktrii Mv wfl-i-* i «l nil brtft CUT* I ttJJi I K 1*0 lltf | 

,I.F,ia.uJkL. fair,**! hkHlH IHKj^V*!**-* 

NECMnltbpin2Xlint,n,d £14*7,99 

• 1«SM« Aecantfrn* "J! (KB trarwfor race 

TOSHIBA XM 3 40 1 ta ««»j £286.991 

it>9Ml Access tkn* >3J0Kt transfer rate 

TOSHIBA XM4 1 01 

• jSSMiAcciiitimc. • J00KI1 transfer rata 

lnterr.aUIfi9.99 E*tern«U259.99 

Mitsumi FXOO 1 1 D Dual Speed.. .£ 1 29.99| 

Tandon IDE CD ROM Controller- 
Fur use with Mitsumi only £64.99 1 

GVP A 4008 SCSI controller. £ I 22.99 



AMIGA 500 Plus trade in offer 



If you spend £300.00 

□r more with ui you can trade i n an Am in 5M Plus I 

for i I DO. DO. Tour old Amiga m u>t be in worklnf 
'irder complete With F5U and modulator. 



HARD DRIVES 



2.5" Hard Drives 
with installation kit 

int. software, c abla j and initntcdom 

60Mb™*£l34,99 1 20Mb™ *£ 1 99.99 
80Mb....*£l 59.99 240Mh...*£259.99 

3,5" Hard Drives 
with installation kit 

inc. sfrTTtwarT, cahlfii and initructinni 

250Mb.... £1 84.99 350Mb...*£239.99 I 
420Mb.„.*£2l9.99 540Mb...*£279.99 

J. SHW rive upgrade kit iwHD only £22,99 

•jiaft Add L I 0.00 for fitting 



COMPUTERS 



The AMIGA A I 200 
A 1 2(H> Standard pack only £279,99 

Computer Combat pack only £3 24.99;' | 

■wO TicjI C arnica, Irian Um Limn, Xt»s 1, W a i u i . ii LI i 1, rnnt Hma**>r, 
Diflty Da,- r*runiJ Piiac i 

RACE & CHASE pack only £289,991 

irfft H#H Utrttt' I ail T-s*i 

HARD DRIVE VERSIONS 

Standard pack 

64Mb ,,,...£414,99 

85 Mb £439.99 

1 27Mb,,.. £479.99 

240Mb £539.99 



Tttirtk Jj;j«n il jru-u arc cun i id v vi n g buying a n 1 ad r-mi 
fiHirn rin^whi-ii- Hm- Wi din- ^lulj.itrli tin l.ii^isr. 
lupfNvr ot «-nod*rT>v ror the Amijji buppurt-jd by a 
wt- jlLh of i"jf|3iir ji"ikc+*. L«g jiktu uu r inuf BBS .niji-lj-nk 
line (Or Cfthnicil Jnd uki, j-iMilahU- 1-4 tva-urn a day. 



Ail our printers are UK spec, come 
with ribbon/toner, printer drivers 
(if available), paper & cables!.' 

Canon 

I Canon BJ I Osx £181.9' 

Lu«r quiHty output. Lxr^c burrlfcr 

Canon BJ200 £23 1 .991 

l page a mm iperd, 3*0 dpi, small footprint ft 60 I 

pice fheetfeeder 

Canon BJ C600 C o lou r £S3 2.99 

ne- bubble jet From Canon 

BJI Autosheetfeeder £49.99 II v - 32 bis ( ' 4400 baud )| 



Sctpro J 

288 



| NEW Super fast I iB.oOObp* * i mdd Pan 

Tr«b«t mod.m in it* tlanf Only £243.99 

,44LC 



Plggssl 



Add £60.00 to the I 

Standard pack 

price for the 

Combat Hard 

Drive packs 



TJWE CHAOS PACK,' 

♦CHAOS ENGINE 

•NICK FALDO CHAMPIONSHIP GOLT 

•PIMbALL FANTASIES 

•SYNDICATE 

only £29.99 or £ I 9.99 

with any AMIGA.' 

THE FIRST 5 GAA1E PACK 

4RIAN I ION BOOL 1 

OENNIS OSKAR 

■TOTAL CARNAGE 

only £19.99 



The AMIGA 4000 

A-IOOD'QJQ, SOMtiHD 4Mb RAM £999.99 

AJonO^jO, ! 1 4 Mb H D* 4 M b f(AM,.-.£ 1 069.99 
A4000/40 

A4000,'040LC,I20 Mb HO* fPOA 

A4000.'040LC,1I4 Mb HD ..iPOA 

A4000y40 SCSI Tower lyttemi CPOA 

I *1ht hind drhr* *nlj * not ™v«*«d by da net wjyrifliy 

All Apia's t«m< with Wo'kfrtntli, ma«K# & P3 m«t* «arnmn/. 

Th< »l ><X)l ll|Mwn,»«[h i ) nwltionHi -a.,*nr r an 

' iM'i aho toine "Hdi a fMjIJt ■! intifraJ hare dish opt-o^ 



PRIMA A I 200 REAL 
TIME CLOCK 

n« A Eirnf lunipNi-L Phi dub-ciiy Hiii-^ruibf i btxird -fttrtifta <ttadii-ii 

check for tofnpatlblilLT only £ I 3.99f 



Citizen printers have a 2 year guarantee 
ABC Colour printer '... ...„....,£ 1 54 .99 

umple (ai eaty at ABC) to ute 24 pin printer. Comes 

■standard with It ih»»t AutqihHt f»*d*r. 

Tractor fa#d optional at t7T. 9 9 

Bnh/ £ MM If bought without ttn. colour epdon 

Swift 200 Colour £ 1 8 1 .99 1 

I Same out put a* the Ha but with less facilities 

Swift 2 40 Colour... £218.991 

74 pin, laflcps draft. Id fonts, quilt mod*, IdCjcpi., 

Projet II £2 1 4.99 1 

rvew inkjet printer with built In auto sheet feeder I 
Swift Auto Sheetfeeder £79.991 



EPSON 



NEW.' 



Epson LX30O Colour -...,..£ 1 49.99 

¥ Pin 80 column colour 

LQ I SO Colour , ...£209.99 

14 Pin Draft 2 I if pi. LQTf cp« 

SlvittsBW + £249.99 

*a Not ile Inkjet 3*0 x Jt« dpi (mix) l» ihwc 

fj-r-rif i- 

. Si i I'm Co lour „„.„„,„.„„..„.,„„„„. £4 99.99 
Colour lnk|et, 340 x )*0 dpi TI8 x 710 {on special 

w**} —r^m HEWLETT 
IXi PACKARD 

HP 3 I Portable........ £229.99 

NEW HP 520 mono £249.99 

HP 500 Colour. £344.99 

LO,VPArCEiHP560Colour £479.99 

even raster than the old HP550Ci7 
All HP printers com? with »3 year warranty 
-IL 



r LOW STAB 
L PRICES 



Star LCI 00 colour ..„..£ 1 1 9.99 1 

f pin colour, I fontf, liOtpf draft, 4s<pi NLCt 

Star LC24- 1 00 .„....,.„..., „j I 2*,99 1 

Star LC 24-30 Col. ...„,„ £ 1 99.99 1 

complete with automatic thett feeder, ► 91 epi draft 
Star LC 24-3 00 Col £249.99 1 

14 pin quality, U4 rps draft, *0 rps LO, 39K buflet" 
axpandlhl* to 4IK, \ $ font* and quiet mod*. 

Star SJ 1 44 Colour Thermal 

Stunning iflnroaolsfoleKarprintar. JPf*M.I«wruFH!knToitl | 

only £339.99 

Star SJ48 Autosheetfeeder.only £49.99 1 

Universal Printer Stand ...only £4.99 



PRINTER CONSUMABLES 



RIBBONS 

C itizen Swift mono ribbon . .. ,, * JM 

Citizen Swift Colou r ribbon 1 11.99 

Epson LX JIM Colourriphon, m £ 1 1«9 

SLar LC I Or IM nnuit , 11 ,49 

Star LC2G9 mono „„.. t4.V> 

Star LCI D.n Moo In uT £7.»9 

Star LC 140 colour ,£ 1 1.99 

Star LCia- JO mono cS.t* 

Star LC H- Jft'500 Colour £ 1 1 . ?9 

Ri* Ink Spray for mnnn ribbons. „„„„ (I 1 ,99 

COVERS 
Canon printer caver(ple»ir specify model) 

CltSun Swllt/ABC £S.»9 

HPS0OJSSB.'SID £S.»9 

Star LC I OO.'IOC .iS.99 

StarLCia.JOOJjD «.»9 

StarLCIftiJOccytr H.y? 

PAPER arievs aop4y en*r whan srstarod with printer or 

l^.jr-: hjii.'il iItvcc fr\wn \\\r .fii:-M^raiiTi 

Fanfold (tractor f«od)-„^. .500 lUwtl «,? 9 

FAnf«ld (tractor fet>d),.. I DOS tbrets . tJ.99 

Fanfold (tractor feedl 1940 sheets £ I 7.*9 

Single sheet JlO sheets ... £4.9 9 

Single sheet..,, 1900 sheets. .,13. 99 

Single stIMt. H4I shnta.tlT.f* 

Delivers for IMO iheeti UK when purthaitd wlihnut printer 



I UxsK union of<h« ilsuic ¥ ] Its Fsi 

I nwdam. Fsatupsi ai bt\em but claii I tts onl r lAd LED riicfili, 

only £14 1. 99 



i 



Isuprag-HX Modem 

1 1 »tt bsiid. includss V.l Ion, V.J1, V. Hbii, V!S, VS I. MNP3. 
I J, V *1, V«bis, Clasi I si S convnanili. MDsVIMOt (SnKj|> 1 

[ FU. ImiludU h_ m«U, .wim,| <rm( FnV» ft r .f.l. 

only £178.99 
* 
5 PtUS £1 12,99 

I Fanv-ttuvi tha ttandanl 3*M^Wi autndsd sr aute r«nh» M« be* 
I Haras fomq. *2I»n VflBa, HUP 1-1 A su» aqKist te massmlaa 

I r. Ii ihiiaMliiil lq'w*llh WMi ^m rnmnH {ih)I Fh'| vw 1 ritil. 
♦ 

L...£5o\99 



XSuprafiAQQ.,, 



ICeTon llr>t ui4n(chli |rtii.vfcJLitfiiin i iod*r , ti *> tli jtutL-dial & 

lr.t. 1 a».24Cnh.udH»^icrs m p.V'12HIS.InrliedF*rr» I «mi^riTi 
I lorn rni la r w 4 r fcbl* ! " 

I S*aipri mrjrlstnTu: Kavi n*<r b*4jpi t*it*d by IABT, hvkanivsaTtT ttiey 
I p»Worni u ■*•#■ -aPbirvcut p*frcn n BAftT kppravid rriadwrnL 

"Snprji Mtiiwm^ i-i-invii">' "r-irri g J 'sr»f>r Wim/iry 




I Similar in pp-rrrtrmnnr* rn Snpr^. t-ht w r*CfHt*C USR m-rfe^J "E-lYtf 

I jtCju probMhty thi tpml *a« ilTKDrri Wtiy or fKi'ditUlnj i ELABT 

I Appn:vi>d r-indPm 

Sportster 2496 *f3X..^ j( ^ j . t .,.,i 1 04.99 

WorldPort 14400+ (P WI 151.99 
Courier V32 Terbo *ffis^£334.99 
Courier HST/Duall6.8TerboFax.£S27.99 

Kynn Hiouiln V J2bln¥ii hrt try nvtiriml TrHbi ccitm wWi j I 



MONITORS 



All our monitors art UK spec All moniton I 
come complete with a free Amiga lead* | 

NEW! Philips 8833 MK2 

I Thif famou-s St*r^f>,f ( >i t >urpnoftltOr , if bKic, Umplir 
| spec to the old CnmmndlnrP: I0I4S. 

only £229.99 

THt and Swivall Stand nnlf £9.11 
If yuu purchase with monitor 

Microvitec Autoscan 1436 

.' h dpi, I v ) ■ K Hi , all Amiga mode*. 
AG A Cjamp.no audio, tilt A- iwivr-ll 
rtand- 

now only £289.99 

'Free cable for A4009 only 

AHOOcaole '«9i,«tra 







PREMIER Ink 
Cartridge Refills 

lav* a fortum In rvnnlni cults with, four InUbubblt let. 
C.mp.titl, -Ith. the MFSIdlS). t>ask|tt fliii, Canon 
BJ I D. 20i*a.- 1 3«, IOO.13 P9lf3 0. Star S|4I , Cltlaan PT»|et and 
rrtirratKiri, Fwll r ranae if col nun, available. 

Singlet reflf li < 22m I) , £6 ,99 

Twin rem Ex (44ml} I I 2.»9 

Three colour kit (66ml).. at* 9,94 

F Mil colour kit («eml> ,... r ...„..il7,99 

Bulkrenils{l2Sml) £24.99 

Cartridge* 

Canon BJIO/SJJJ eartridge £18,99 

Double 1 1 ft> 500 tartndget , ., ,«4 r »* 

HP 5 SO,' S 00 Colour tartridg* £24.99 

Epton Stylus Colour Cartridge £39.99 

Epson Stylus mono Cartridge,,,, 

Epion Stylus BOO* mono Cartrtdo*...,„, (I 1.99 
StarSJ 144 mono cartridge! (3 pack) .£2 1 .ft 
StarSJ 144 colnur cartridge (J psck) I ll,')') 



PrintarSwItthBoK Iway 
PrinterSwIte h Box 3 way 

Printer Stands (Universal) 

3 Metre printrrcaole 

5- Metro nrlntiar rahla 

I metre otrintvrcabloj 



..£l2.9t 
.,<I7.« 
„„iT,9? 
....lt.W\ 



PRIMAA500&A600RAM SPECIAL OFFERS/ j ROM BO PRODUCTS I SOFTWARE 






i Than warranty;/ 

A5O0 5l2kRAM 
expansion (no clock).£ 1 9.99 1 
A500 Plus I Mb RAM 

expansion ...£34.99 

A600 I Mb RAM expansion 
(with clock)...... £39-99 



32 BIT RAM (for A4000 etc) 



t Mb SIMM ....,.£39. 

2 Mb SIMM £95.991 

4 MI,SIHH..M£WtOWPSI«!...i I 39.99| 
■ MbSIMM MWLOVimCE! £269. 



RAM & CUSTOM CHIPS 



Deluxe Paint 4 AGA .,,,1 . . „.t 

Distant Sunl in.« — .US 

Personal Paint V4,.„,. , —.......- £19 .99 I 

Tprhrinsourud Turbo 1 1 8,99 I 

T»rhniKOUndTurhD,2 .„,,..,.. £25 99 I 

W ii- i1woir-:li 2 AGA with Print M gr & Di) T u D.i >' I 

Planner-.-.. - -.... »-, £J9.99 I 

XCopy Pro plus hardware £15.99 | 

Workbench LI software and 2.04 ROM upgrade 

(complete with manuals) 

on ty £74.99 

Workbench 1.04 software and 2.04 ROM upgrade 

(complete with manual!) 

only £49.99 



00% RATED .' 



SPEED 



! 



25 Mhi 
33 Mhi 
*QMr,i 
50 Mhi 



PLCC 



£45,99 

£51,99 

£106.99 

N/A 



PGA 



£19.99 
£89.99 
£129.99 
£137.99 



yj0 



Graphics 
Tablets 



Persona I Paint 4 ™ ly £ I *.»» 

when purchased with a Tabby! 



COMPUTING 
AUGUST 9* 

Knur n :iii\t'. for the I 
Amiga Hfvelnprd with I 
rfce help i..' First I 
Computers. Hea rated I 
In ST Format January I 
iiMjal Requires 3-D 1 1 

only £59,99 



L 

I mb by H/9 SIMMS (I Mb) £34.99 

4 Mb by 9 S IMMS (4 Mb). ,1 1 44.99 

I Mbby4DRAMSCIMb)„ £39.99 

i Mb by 4 ZIPS( I /I Mb) „ £32.99 

i)v D/7 jllriri-n-n-n-i-n-M'i [CaCn| 

254 by 4 DRAM (DIU) (#»ch)£S.99 

D KB 1 202 A I 200 RAM board .£84.99 

takes I 32 bit SIMMs. Has an optional FPU. 
Site above for prices 

Kick«art 1 .3 ,„..„..£23.t9 

K r.k S cirt2.04 .,., ,...,,,£28.99 

Kit kits rt 2.05 (for use in A6Q0},.,£2B.99 
F irter Agnes S3 7 2 A. ..,....,..,....,..„ £26 .99 

Super Denisev, ,.,.....♦£ 1 8.99 

6571 -0326 Keyboard controller.! 1 3.99 
C AfJS20AI.''Occintroller £8.99 



AMIGA 1 200 RAM 



PRIMA CO PRO &RAM 

ii ic the full patent 111 of your A 1 20 0. with | 
■ 1 trapdoor mpaninn. inc real time duck 

"I RAM... , £9 1.99 1 

-H HAM ...£l 29.9?l 

- 1 HAM ...... i I89.t»l 

Hi HAH ,. £129.991 

-B i 33 HHi CO PRO............ £139.991 

"3 i JjMHeCOPRO ,,.£184. ■9*1 

-B4]3 HHiCOPRO,. £139.991 

-B 4 33 MHi CQ PRO L17f.9t\ 

FULL 2 YEAR WARRANTY 



SUPRA A500 RAM 



|t**b pop to 2 
ib pop to * 

- 1 d . j in ft 



Mb . 
Mb., 
Mb . 



,.....£! rs.*9 
„,„£259\94 



AMIGA REPAIR 
CENTRE 

I We c"»- a Ffl££ quotation on your A mija or an* 
l»*nah*rj. : monitors, printers Etc). A. delivery tariff of 

— t U.aft a char fed for return ttelirery or alternatively 

yati can visit our 

showroom. We 

can also arrange 

i courier pickup 

at an additional 
toslu(£l 100 

All work is 
carried out by 
our highly, 
qualified 

engineers in 
ructnm built 
premises. We 
any upiradeiisftware or accessory from 
HP aawn atfvert free or charge utl IMS Otherwise Stated. 

AJI ^epajrs are covered by a 9(1 dajf warranty , 

Tel. 0532 3 1 9444 




SCANNERS 



Alfa Data Alfa Scan 

hand held scanner with lit grryicalei and up to oDD 

only £114.99 

or £ 1 39.99 wkhocnwftwim 

Alfa Data Alfa Colour Scan 

t H bit scanner with li t K colours inc colour correction, 

onh/029.99 
Power Scanner V4 £1 19.99 

I Willi the litest version 4sr* for bright S sharp grey scale 
I performance. Flexible Manned Image display inin.p,|ljqkjffl 
I options, plui Clean up, embolden, resile 4: flip. 

Colour version only £239,99 

PSON GT6500 Colour Flatbed 
only £5641.50 ftm»*r***m 

I Art D« part m eot Pro Scan ner &VW..£ 1 09. 99 

Irnmn-atible with Epson E5390C, ESnOOC, 
IeS800C, GT4000. GT450C * CTSQ0D 



MICE&TRACKERBALLS 



Alpha Data Mega Mouse n% ™t(ng. no 
Dpi £ I 0,99 Or £ I 2.99 ter WODp.ve^lon 
DATALUX CLEAR MOUSE High 

I quality dear 1 button miul* .£ I 9.99 

Zydec Trajckball £29.99 F 

I Apt ha Daca Trackball. ....£37. 99 1 



DISK DRIVES 



AMITEC 

I mb3.5" 




drive 

Fi-.aiiirc-\ Anti Click, 
And Virus. Sony M*er>, 
1 year warranty 

only £58.99 



Cumana3,5" only £54.99 

I meg ext«rnal drive. The hrst name in disc dritts 

A£00/ 1 200 internal drive £49.99 

AS0O internal drive.... £49.99 

A400QinternaJHD drive £99.99 



GENLOCKS 



rMatscdlancous Hardware 



TW fanaJ Link (Adaptor to linkCDJ2JAjnlga,'PC') 
only £29.99 

rill Mini iX- 1 ( CD ) I' I i 00 <• mul»tor. £219.9? 

I --* Daiaflyer External Hard drive kit— , u ...£64 9? 

D".i "*»ta Chip II (2Mb chip RAM),.,.,. ,.,„-, £1*9 

f~« ! MS dt chip munnrv «i ASDO 1 A I SDD.inM 

S DftlVESfrom £2 1 4.99(4|Mh) b ^.jucwjuoh. 

i. i iip- r*-T-" *"-• -'-g iHrsiKFa. kx. riua 
aaasl 

L I 3S»W»«»PSU gl ZiVJ ^£19.9 

D Modulator .^aaaaaaaaaW! _, £3 




hama on demo now 

The Professional answer 
hantB292 £269.99 

S-Video, and cornposite compatible 

hama 290 £6741.99 

S-VideO, aridcomposrtemiiinij, plui far more 

hama A-C U T V id et^dito r 
£l8S.99*fl SI 
| GVP Genlock „„omyT5T4.99 

daturas pralessinnal SVHS uulpul 

iRocgen Plus... only £164.99 

Includes dual control For overlay and keyhrjlpeffrrti, 
I extra RGB pais thru. Chech for comp«tlErlllt)r, 

Rend ale 9802 FMConly £164,99 

Rocgeri Rockey , only £ 164.99 

jpor creating special effect* In video 
duction with gtnlofki. 



VIDI 12 Real Time £134.99 

H; ii i. mt tofuur digitliing from any yid«cj| 
I tpurtt- Full AGA support 

VIDI 24 Real Time £204.99 

24 bit quality real time colour die. Hir '"K fmrii 
I any vjd«0 lource- Full AGA support 



VIDI 12 AGA £59.99' 



NEW LOW 
PRICES 



Full support Tor AGA chipict- Colour images 

| captured in lets than a second, mono images 
In real time with any video source. 
Multitasking s'w, cut A paita, 

VIDI 12 Sound & Vision AGA 

wit h bui It. in Megs i m i*M ast er £ T B . 9 9 

TAKE 2 £35.99 

I Featurvf Include load and save from D. Palm 
| animations and IFF files, Supports HAM eraphicj. 

Megamix Master,.... ,,.£26^99 

| A bit, high spec, sampler. Special eF*ct* include 
cho that can be added in real time, fully multitasking 
I ft easy to use. 



ACCELERATORS 



viper 68030 TURBO only £ 1 59.99 

»£OJu accelerator running at HMhi 

capandihletoB Mb 32 Bit HAM {see HAM prices) 

Optional SCSI adaptor. 

ADDITIONAL RAM FOR 

VIPER BOARDS 

lust add the price of the RAM to the Viper 

board to get your configuration price 

1 MbSIMM.. £3 9.99 

2 Mb SIMM £95.99 

4MbSIMM...NEWL0WP«JCEL.L-| 3 9.99 
8 Mb SIMM.. NEW LOW PRICE), ,£269.99 

SUPRA 28 ACCELERATOR 

for the ASOO'ASOO+A A I 500/2000 

IS Mhi, uses A 500 side port so there is 

no Internal fitting 

only £144.99! 



PRIMA ROM SHARERS 



Thii high quality ROM sharer Features a flexible! 

ribbon connection so that it can be positioned I 
a.nywherr within your A50Q Plus or M 00. Full 2 \ 
I year replacement warranty 

now only £ 1 7.99 or £24.99 

for keyboard switchable version 



ACCESSORIES 



Real Time A I 200 internal clock ili,jd,.h- - 
Moutefjoystlck manual port switcher.. — ..only 
I AmijaASMWeOW 1 1W Power Supply-— 
Amiga SODiSDD Plus keyboard ..,.„.,. 

I «— -■ "»■«■. »Jl.*ml 

Amis;* StO Pin* Ca« 

QUALITY MOUSE MATaU— — 

10 CAPACITY DISK BOX 

SO CAPACITY DISK BOX „ 

It CAP LOCKABLE DISK BOX 

lull CAP LOCKABLfc DISK BOX 

♦tO CAP STACKABLE BANK BOX ... 

* I SO CAP STACKABLE POSSO BOX........ 

'■94 £140 JekHfy if niinhning jmtene roBoor Banc bnc 

ddiierf phen punhiied wilh oiher pradutt or «H t n hiiy-ng ! 

AMIGA A50A DUST COVER 

A M I G A 400 COVER.. „„,„.„„,,.„ 

14" MONITOR DUSTCOVER,.,,,.,.. 

| NEW; Keyboard MembraJMCovan,.,.,.,. 

AMIGA TO 5CART CABLES.,,.-..,...., 

STD I.I METRE AMIGA PRINTf B. LEAD. 
i MODEM AND NULL MODEM CABLES... 

AMIGA CONTROL STATIONS 
I ASOOcu- UOOVfiHSION _ 

A40D VERSION 



i> J 99 
£13.9* 
0«.9« 
£15.99 
_£».« 

..tnn 
..ti.n 

..C0.91 
,.£!.« 
..£1.99 
..£S.4t 

...£9.99 

tlT.H 

.Normal 

vixre, 
..£1.99 
,.«,!» 
..£*■}* 
CI4.9S 
..£9.99 
„£4.»y 
,.£9.99 

U4.99 



DISKS 



All d isks arc I Qe% error free guaranteed 

New High density J.5 inch bulk and branded 

Pie as (?. phone for best prices! 



QTY BulkDS/DD Branded DS.'DD 



10 

30 

50 

100 

200 

500 

1000 



£4.49 
£12.99 
£20.99 
£37.99 
£69.99 
£168.99 
£324.99 



£5,49 
£14.99 
£22.99 
£42.99 
£79.99 
£190,99 
£365.99 



Branded disks come complete with labels 

Disk Labels, ...SO0 .„„„.., ......£6.99 1 

Disk Labels.. 1000 ,...,...£9.99 1 



BUSINESS 



Miy! Plan*.. 
Mini Office.,, 
Money Majttcvrs. 



..£24*1 



-.C3H.W 

™„ . ai.M 

CD ROM SOFTWARE*?^ 

I FBitCollectiDii,,.,^ .iljflP 

I 7 Bit Continuation., .-,- 

I Aniinrt.. .^.^.u_.^ ut . 



CDbxCltanfe. 

Eorosccnc,.,, 

Gotdnih 

Multimedia Toolkit (by WIcrdSdarMaV 

NctwoettCD, 

Sexual Fantasies 




MISCELLANEOUS 



Distant Sum SmTinr-i-T i 

XCAO2000 .,„,™™ 

MUSIC/SOUND 

Qarlty I * samplnr 

Debute. Music-CoMtructlon See vl . 

Pro Midi Interface by Micrcrdeal. ,.„,,,, 



,.£15,91 
<9T,?1 

£lflJ11 
,..£24."! 



Techno SourrtT»rt" *l*.*i 

Techno SotMsd Turbo 1 .,£25,91 

PROGRAMMING 



Amos ProFesaicinal.,., ............. 

Amos Professional CCunmpHer 
Bin Baiic 1, 

□ CVpdt 3„.,L.I U U,UIU,.,UI U ,.IN 

Euy AMOS.. 



£4T.*1 

£I4_41 

£Si".91 

£50,91 

£14.91 



PUBLIC DOMAIN Top 50 

from £ (.50! fmorty iM*^ t«F«(ia¥flJfaW*J 



Ami Baae Pro v I J, «• 

DitkSahrVl _ 

O Copy VI ...„,.„.„,._,.,._, 

Edwcsrd ProV4. 

Eaty CaJr Plus 

fc-Type I— ..„...., . 

FiratHodi drsk 1 , 

Grapewine 17 uwim 

ReTaUck I.J „.,. — 

KlondykeAGA 

First Mods dhk I - __ 

Mlndwarp AGA Demo- ■_ 

MotorolaimradersAGA... 

Majtc Wortlbench ytlli.,,,.,,-,-. 

Flmt Hods didcJ 

PC Task Emukatur... ._, 

ReergVl.) „,,, 

Spectrum EmtjJator version I.T. 
Spectrum Games DrJh,. ..,-._,,. 

Fit cm*,,, . ,_, 

9 Fingers Rave Demo 

Mean CD Mach irie .,.,,.„,,, ., 

— >*-U.1 

The M ini AGA.. . _,.,, 

CD Wan , 

First Mods disk4...-..-..,..„-..-..... 

Andys Workbench J Utils 

Desert Dreams Demo,,-,-,.,.., 
Origin Complt-9 

Ray World AGA Dcmc 

CLI«HELLHdp 

Clipart I MacArt 

ChLhlrtl I -WildBfa... ..,, 

Clipart J -MacArt 1.. 

Opartl-Fnod — «, 

Clipart S - Food J 

P*rap«K Hypnosii- 

Protrackerj-.,.,..., ,...■-..■■..,■, 

TetnjfAGA,-, - 

Benchmark Tests 

\ Ways to Stop Smokkng _ 

CUsurt 1 pack 

CD ROM driven (Ami) 

CD ROM Bonus Utili _. 

MfgariiJIAGA _ 

Re¥elitionsS1lde*ho« ,,.,,,,, 

Deeply Crunchen.,^. 

Find iL 

First Fonti DMc I — «. 

Fint Fonts Disk 2. 

First fonts Disk 1 _,„._,._,-, 



(pdaooi) i disk 1 1. v; 

(PDAA03}ldlik.£l.5l 

IPDA004) I disk ll.SI 
(Pt3A004)ldlsk.£l.« 
(PDA004)ldlih.£l.5( 
(PDA04B) I dllh.ll.S': 
1PDA0541 I disk 
{PDA»0»j Jdlik.tl,!" 
fPDAOl Ij I disk 
(PDA! 1 3) J disk. ill. t: 
(PDAOSS) idlsk.tHI 
(PDA0IS} 1dlsk.il. 5! 
(PDABI*)2dllh,£l,i' 
(PDA9IT).ldlik.£I.SI 
{PDADS7)ldiilr.f.|.s< 
(PDADI9) I dish i\ SI 
{PL>A022}ldlik.£l.5l 
(PDAOlTJildlskflSI 
(PDA02l)ldisJ. 1 i|,5i 
(PDA0J0}ldlsh.£1.3! 
(PDA013)2diilr.£2.2! 
(PDA0J*)3,diih.O.7! 
(PDA034Ji2dlsJc.fi. 1\ 
|PDA03fi> I disk , V 
(PDA019)ldisli,£l,5l 
(PDA0S*)ldlsk.£».Sl 
(PDA0JI)ldisk.i'.5l 
(PDA0ll}2diskf J," 
(PDA040)ldlslc.£l.5l 
(PDADl4l)ldisli I SI 
rPDA001)ldisk.L .',: 
(PDACOi)Jdiskdl V 
(PDACII) I disk ( I SI 
(PDAC01) I disk £ I v 
(PDAC04) I disk £ I si 
(PDAC0S) ldisk.il SI 
( a OA0)I>ldrslc.£i 51 
(PDA044, I dhk. £ I SI 
(POA04J>ldisk.ll 5i 
(POAuJ5ilditfc.tl.5-l 
(POA054i I dhfc.fl SI 
(FDAC25>IOdiSk£l2-SI 

.(PDACDI) I dksk.LI.Si 
(PDACD2) I drik.Ll.il 
(POA050ildrtk.£l 51 
(PDAdlO) I disk.fLSI 
.(POAo4*> I disk. £1.51 
(POACl5I)ldisk(l -1. 
(PDAFOI1 I dish 
.(PDAFQ2)ld(5k.t;.y 
(PDAFOJ) I diskf ) '»i 



UTIUTIES 

Olrettor70pus4„„„, ^ £S I .»< 

GP FAX 2. J software , ,,,,-,. *4».t1 

QuanertwkVtNKWJ.,.-.. £S2.9< 

Latest version of this FaSt A FarrieuS HO backup Utility 
Prima AeOfli'llOO Hard Drive setup luflwir.. Th» ii 

the belt wtup tottware on the market,. L5.9! 

Quartrrhack Tools.- tK4.*< 

Quarts rtiaCk TOOH Oeluir* „...„... £*4.*< 

Xcopy Proinc. bajrdwve..- — _._.£1S..9I 

VIDEO AND GRAPHICS 

Art Department Pro 2. S. ,, „,„,,„,,„,„.„„.,£ I tit' 

Art Depeur*rie«itS*»nnersnHwar» £ 1 1 4.91 

Brilliance II paint and anirnaIion......, u ...,...... u ££t.9 < 

Brilliance Pro, pauitaiid aniniatton, .ii 4f ,S1 

Deluxe Paint ]_,„,„ , , ill-* 

Drh.He Paint 4 AGA ^._ „.aOt.f ', 

Make Path tor Vista, .,.,..,-,„,„ r- £M.9' 

Mekon Majic.,.- - dH.Y 

Real JO Classic.,,,. . .... ... - £TT.f ' 

Scen»ryAnimatorV4(JMbre<ilred) £49.9' 

Video Creator forCD32 .. . £1 1 .91 

VideuOirectOf ___- .-fllS.*- 

VnttPrn 3 (1Mb required),, ,, .....US.V 

WORD PA0CES51NCTDTP 

FindCopT JfUr^flelMwJ . .JtfEWLOWPWCB„.(4(.V 

I burr kn ourim tanba, hi I irapMci iiiiLic-l. (IF* *'d H»X*1>. UK tfll llk gW 
[ wbiMrtiKkifr ft mudimaM-aV. 

FinalWriterDTP,,NErVLOWPflK:e (71.V 

IVnp,IM _ £19.9" 

f Beit «|ko| feature packed word puUiihrr with databaii 

P aa ji iwj 'iain 2.1tJ r K,T^iio". *4,4.9< 

Pageitream J U.K. venlon 1.1*9.9 ' 

PiMsetterJ., _ ,£41.9 

Pro F*#s V4„ _ ._ ..£ 1 09.9- 

Pro Paj[eV4 ti Pro Draw J , 1 1 54-» 

Prntext4.3W, , P„, .,.,., . .iit.V 

Wordworth 2 AGAiKFir«MrS_t«iofJoi*M»f £19,? 
Wordworth J N£WJ.,-.iJrnlTllD OFFER1 ttl.1 
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A BIG RED FERRARI A CARIBBEAN HOLIDAY A GIBSON GUITAR 

NO! 

BUT YOU CAN GET ALL THESE MASSIVE TITLES 









STUNT CAR RACER 



STREETFIGHTER 1M 



RICK DANGEROUS 2 



INDIANA JONES® AND THE 
LAST CRUSADE™ 







Y^z&^&S 


*=** 


ft C3MMAN0D 
ft *■''<- 
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I >!^' 8 
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WORLD CLASS 
LEAOERBOARD™ 



OUTRUN' 



MICROPOSE SOCCER 



CARRIER COMMAND 



BIONIC 
COMMANDO™ 









RICK 
DANGEROUS 



INTERNATIONAL 

SOCCER 

CHALLENGE 



E- MOTION 



BLASTEROIDS™ 



15 MASSIVE TITLES 




ACTION 
FIGHTER™ 



3D POOL 



ONE SMALL PRICE 




AMIGA AND PC IN ONE PACK FOR ONLY £4.99 EACH 



KIX.X *-*Cuck&aWi*rt. Lie 



grape*! j of tft*f r 
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COMMODORE 

SO NEARLY THERE 




ails arc being bitten to the 
quick throughout Com- 
modore's UK operation as 
the staff wait for Commodore 
shareholders to decide who wins 
control of the company. 

After months of mucking about, 
the final bids were submitted in the 
middle of August, and currently 
Commodore UK's own bid is the 
favourite, It was put together as a 
management buy-out (MBQ) by the 
UK's joint MDs David Pleasance and 
Colin Proudfoot They flew out to 
New York to put their case on 
August 18th. 

With City money behind them, 
Pleasance and Proudfoot plan to 
run Commodore worldwide from 
Maidenhead. Commodore UK 
would control the manufac- 
turing, along with the 
research and develop- 
ment. Irt the 
meantime 



overseas sales would be taken on 
by third parties by arrangement 
with the UK. The most dramatic 
result of an MBO could be the 
renaming of the company. Insiders 
say Commodore might disappear 
to be replaced by Amiga Interna- 
tional or something of that ilk. 

The competing bid is believed to 
be from Samsung which has been 
linked with Commodore ever since 
its first day of liquidation on April 
23th. Taiwanese hi-fi giant Sam- 
sung wants a slice of the games 
action and it sees Commodore as 
its ticket to the gaming booty. The 
company's bid is believed to be for 
only part of the business. 

Whatever happens, it's highly 
unlikely that there'll be any Ami gas 
in the shops until November at the 
earliest. Commodore UK has sold 
out of A1200s and A4Q00s, and 
there aren't many CP32s left either. 
Even if the machines are quickly 
manufactured Commodore has got 
its work cut out to put a decent 
bundle together and to find 
space on the retailers' 
overloaded Christ- 
mas shelves. 




MORE CHAMP 

MANAGER 

Although the Championship Manager horse is lying lifelessly on the 
grass, Pomark has decided to flog it one more time, scotching the 
rumours that it was to be shot and turned into dog food. 
Championship Manager End of Season Data Disk allows you to updatr 
your original Championship Manager '93 disks to include all the player 
data and team statistics from the 93/94 season. This means that plucky Lon 
doners Crystal Palace will be playing Liverpool (and, no doubt, doing rather 
badly) whilst Sheffield United do their best to rise phoenix- 1 ike out of the 
First Division hell they were banished to for playing like big girls. 

The package is on sale now costing £ 15.99 and includes the award-win- 
ning book Fever Pitch which has been described as the best football book 
ever written. But not by us. 





We don 't understand in/h&t 
these things do. 



f you were clever enough to buy an A1 200 before Commodore went 
belly-up, then you might just be interested to know that ZCL's CD 
_ drive is finally here. 

The distribution company has agreed to ship the drive — made by 
French manufacturer Archos — at a retail price of £199 apiece. The unit 
will bear ZCL's wacky new brand name Zappo. 

ZCL is skipping about in anticipation of glorious sales. "Demand has 
been fantastic, and once the network is set up we expect to ship 10.000 
units plus by Christmas," said ZCL boss Don Carter. 

The wait has been caused in part by the addition of Kodak PhotoCD 
compatibility to the machine. Obviously it will run CD32 and CDTV soft- 
ware too, 

There's no doubt the drive is a hot product, JTie One's sister mag CU 
Amiga has taken a sneak preview and has been raving ever since, Of 
course. Commodore produced its, own version (even though it always said 
it didn't think anyone would buy it) which it stuck in the corner of its 
stand at a trade show in the spring, it hasn't been seen since. But of j 
course, Commodore has had other things to worry about. f 



E W S 




t the time- of going to 
press, multimedia giant 
Time Warner was dose 
to acquiring London-based 
software company Rene- 
gade whose -w. 
most recent 

Amiga release* have 
included the brilliant 
Ruff 'n" Tumble and 
the rather incredi- 
ble Eif mania. 

The deal, which 

is in the latter 
stages of negotia- 
tions, would 

mean the company 
forming part of a new Warner off- 
shoot, to be known as Warner 
Interactive Entertainment (WE). Ini- 
tial rumours suggest that 
the Renegade name 
will remain, having 
built up an excellent 
reputation 



with games such as Sensible 
Soccer and Chaos Engine. 

WIE will operate as an 
independent company, not 
directly Jinked to Time 
pp^- Warner Inter- 

active which 
also operates 
from the UK. The 
onty direct link to 
the huge Warner 
empire will be the 
use of it* global dis- 
tribution network. 
Indeed, the move 
also means that 
WIE will become the only 
software house in the UK which 
runs its own distribution. 
That's the news for 
now — we'll bring 
you full confirma- 
tion and details 
next month. Or 
will we? 



V 




PHILLIPS 

OPENS THE 

WHITE BOOK 




I 

e 



ow you can have A fish Called Wanda with your AGA chips, 
Philips has just released three major movies on the Video CD, or 
White Book, format, A Fish Called Wanda, Sliver and The Naked Gun 
are obviously designed for the CD-i, but they will happily play on your CD32 
as long as you have a digital video module- 
Philips has taken a while to put out product on Video CD. Previously its 
discs were all Green Book, a move designed to make them playable only 
on CD-i players. It backfired when it became clear that the CD32 could 
play Green Book discs as well, if not better, than the Philips machines. 



VR HERE 



Forget mistletoe, the coolest 
thing to spend this Christmas 
under will be a Virtual Reali- 
ty headset. 

Three companies have developed 
headsets which they 
expect to ship into 
this country in the 
next few months, 
One of them, the 
CyberMaxx from US 
company Victor- 
Maxx, is designed to 
function on an 
Amiga. 

The CyberMaxx 
will sell for roughly 
£500, while Forte's 
VFX1 system will 
cost around £650, 
and UK-based Magic 
Media's headset 
should come in at a 
remarkable £299. 
Major software 
publishers like Electronic Arts, Ocean 
Software, Sierra and MkraProse are 
said to be developing for VR. 

Although the technology has 
been around for a while, it has been 
very expensive and available only in 





e Alien tried to mat» with 
Vanessa's eypbdlh- 



the arcades. These three domestic 
breakthroughs should provide a 
giant leap for VR. 

According to VictorMaxx, "a num- 
ber of developers are working on 
projects for Amiga 
which should be 
available towards 
the end of 1994" 

Until that time the 
headset will work 
with current games 
but the experience 
will be "monoscop 
ic/' which means 
that both eyes will 
view the same 
image. But it will 
still be a lot more 
involving than 

when you're watch- 
ing a screen, and 
apparently you can 
even watch TV this 



way. 



Victor Maxx president Kevin Koy 
said: "Virtual reality games will make 
computer games as we know them 
seem archaic." Well, maybe — but 
they'll also make us look very silly 
indeed. As our picture shows. 



MICROPROSE 
MICROPRICE! 

Military machinery Is going cheap — and you don't have to go 
to a Moscow market to get it! MicroProse has teamed up with 
Digital Integration to launch a new budget label called Power- 
Plus. And among the first releases are Gunship 2000 and F1 Grand frix 
(available now), along with FT 7 7A and Dogfight (October), none of which 
have been available at a budget price before. The games will cost a pock- 
et gratifying £16,99 each. 

It's a bit of a first for MicroPros*, which has previously passed on the 
responsibility for its budget games to other companies (in return for a fat 
cheque, of course). Further releases are expected every six weeks or so. 




Left hope thai Harry puts something quite funny in here bec^mr t c*>i~ 
tMiniy can't think of anything. (How about 'Panfj' SI? —Harry.). 




IS BORN 
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cean has completely reor- 
ganised its internal develop- 
ment, and given its creative 
team a new name: Tribe. 

From now on any in-housc game 
will be credited on the packaging as 
"A Trihe Production From Ocean". 
The new system means that individ- 
ual teams will work on an individual 
game production from day one, 
right through to completion. They 
will call in specialists from other divi- 
sions — like 3D engines or sound — 
to add their expertise, but otherwise 
every game will have the same team 
m charge right through. Obviously 
they will want their work recog- 
nijed, which is why they've been 
given a name. 

It's a complete rethink by the 
Manchester boys, and no doubt part 
of the reason was the departure of 
Gary Sracey, who had headed up the 
development side of things for over 
a decade. 

As part of the same strategy, 
development work on Ocean's 



famous licensed titles — which have 
included Jurassic Park and RoboCop 
— will be farmed out to specialist 
developers like, say. Probe Software. 

Ocean obviously believes the big 
money and excitement is in original 
games, but also in CD. All three of 
the original titles that Ocean cur- 
rently has in development ate being 
programmed for CD formats (CD32 
should be among them). But unlike 
previous games, they are being writ- 
ten in a code which makes it quick 
and cheap to convert them to other 
platforms. 

The first fruits of the Tribe strate- 
gy will be here in 1995. David Ward, 
Ocean's chairman, said: "From now 
on. creativity and originality are the 
key elements of absolutely every- 
thing we do That's the only way we 
can create the type of games that 
will do justice to tomorrow's 
machines and appeal to tomorrow's 
consumers." 

This has been a News production 
on behalf of Samuel J The One IV. 



rom September 1st all games on sale in the UK should be marked 
with an age rating. The initiative has been hanging around for 
nearly a year and industry governing body ELSPA finally confirmed 
the decision to classify games in May. Mow, after all the red tape has 
been used up, the er, stkkering begins. 

The One reported on the system back in May. Sorry to be a bit boring, 
but here's a recap. A game should display a sticker indicating the age for 
which they are suitable: 0-10, 11-14, 15-17, 18+. There is no legal duty 
fof the retailer to stick by these ratings — they are just guidelines. 

But the games business had to do something, because it is worried the 
government will clamp down and force publishers to go through the 
official censors. That would take money and time. 

Not that ELSPA'<: scheme is fully supported. Some publishers with a 
global outlook, such as Acclaim, didn't want to co-operate because they 
wanted an international system. But ELSPA expects up to 80 percent of 
chart games to carry ratings from now on. 



Tactical 




1 adicd Manager Italia is the follow-up adaptation to the 
Number I Hit Tactical Manager - the most realistic and 
detailed football management s rr ulctian Qrounc. complete 
with 94/95 season statistics .Ployed in rwl'Nme ball by bofl you 
::■ Ihe gome ond adopt your shrotegy 10 change the oui- 



coms. 



Manage Milan, Inter, Parma, Juventus, Sampdoria, Torino, Ronra, 
Lazio. Napoli, Florentine! and Genoa plus all ths olfer teams in 
Sefie A and Seiie B. 

Buy and sell the world'* greatest players - Baggia, Bergamp, 
<k$oc*grt*. Plott, Fonseca, Efliistota, Raduadu, Zola, Guliil, 
Maldirti, CostaCurlo & Sauiee. You have full access to Ihe 
European transfer mcrket selecting from 35^0 payers wim 35840 
real parameters. Negotiate with teams and player 5 about transfers, 
wages, bonuses and extras such 0$ con end houses Deal wilti 
eocn player's own personality ond their positive and negative tarts, 

Ploy in all the great stodio - Guiseppe Meaza, San Paolo, 
Olimpico. Luig Ferraris, & Delle Alpi. Select (ram 64 (8 x t) dih 
ferent and adjustable tactical npproaews from mon ta man mark- 
ing, playing flat back W or sweeper to doing Jurgen in the 
bo*. Motivoie your team using substitutes ond placing troublesome 
players on rhe Ire- sta I- si 

Compete in frientSies, league, Italian Cup, ECWC, UEFA and hHe 
European Champions League. Utilise -d to 38 players simultane- 
ously within the unique mum-user system, fou con view or prim out 
13 different choris rowing from the standard league table to ihe 
mos! consilient player diorts, 

Juggle with your Lira, bring in vour Siranieri, and become ihe 
Supremo Alienage. 

AVAILABlf FOR AIL 1 MB AMIGAS NOW 
AT 25.99 
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TOP TEN 



GREMLIN 

RIGHT BEHIND 

THE AMIGA 



NEWS IN 



1 (—J On The Ball 
(Dai«) 

2 (1) iickOff I 
(Anco) 

3 (5) World Cup USA '94 
(US Gold) 

4 (4) Scn*ath * Steel Sky 
(Virgin) 

5 {7) kidmarks 
(Acid} 

6 {— } Tactical Manager 
(Kempart) 

7 (*} World Cup Voar '94 
(Empire) 

g (2} Sensible Soccer Int 

(Renegade) 
9 (*) Arcade 

(Team 17) 
10 (10) Frontier — Elite 2 

(Cameteh) 



The company which brought 
you Zoal has relaunched itself 
— but it is still committed to 
the Amiga. 

Sheffield crew Gremlin 
Graphics has changed its 
name to the rather swanky 
Gremlin Interactive and has 
also binned its six-year-old 
"rain how" logo for some- 
thing a bit less sort of 
Magic Roundabout- ish. 

Part of the company's 
reasons fqr changing is its recogni- 
tion that in today's marketplace, 
games have to be lavish and well- 
thought through, making them suit- 
able for tomorrow's technologies It 
also reckons Gremlin Graphics 
sounds a bit too 'Eighties'. 

Although the publisher is plan- 
ning forward for development on CD 




and the super-consoles, it hasn't for- 
gotten the Amiga. Two CD32 titles 
LitiS DM! and Top Gear 2 are released 
this month, while Top Gear 
2 and Premier Manager 3 
are due soon on floppy. 

Marketing director David 
Martin said: "The Amiga is 
still a very powerful market 
for us, and we're not going 
to abandon such a strong 
format. The floppy business 
is still good, and we've been 
pleasantly surprised by the extent of 
software sales on CD32." 

One innovation which could be 
produced soon is the CD -3 concept for 
CD32 games. This is Gremlin's "three 
games on one CD" package, which 
has been tested in the CD-ROM sec- 
tor. Martin says it might be extended 
to Commodore's machine soon. 
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Liquidation' Pah! The Amiga's standing is so high it can still command 
its own show. For the incurable Amigaholic, the clock is ticking slow 
ly to December when the World Of Amiga show opens its doors The 
venue is London's Wembley Conference Centre, and the precise dates have 
just been changed to December 9-11 (ignore any previous reports about 
November timings}. Expect the event to be like an Amiga market, with plen- 
ty of opportunities to buy machines, peripherals and software. 

The World Of Amiga show is something of a throwback to the old World 
Ot Commodore days, and it shows once again the amazing durability of our 
beloved technology. Hopefully a revived and hungry new Commodore 
will be among the exhibitors. 



FLICKS 
OFFER 

Late summer cinema-going 
can save you money on 
games, thanks to a new pro- 
motion by Virgin, HMV and Odeon 
theatres. Virgin has produced 
250,000 cards which you can collect 
from HMV stores and Odeon cine- 
mas. Get your card stamped when 
you go to see a film and, once 
you've got throe stamps, go into 
HMV to qet a fiver off your favourite 
title in VIE 's Sb -strong range. Collect 
five stamps and claim a tenner off. 
The offer lasts until October 10, 
and before then we recommend you 
see The Mask at least five times. 



# A complete arcade-style 
driving cockpit could become 
available for home users — if 
you can find somewhere to park 
it, that is. 

There are no precise details on 
when the Mega si m, which is 
touted by its makers as "the ulti- 
mate driving simulator," will be 
available but it should cost 
around £300. The whole thing 
was invented by Chris Batty, a 1 5 
year old wannabee Michael Schu- 
macher, who need something to 
do while he recovered from an 
operation. Beats doing cross- 
words, I suppose. 

Apparently this king of periph- 
erals will rock back and forth, 
recreating the sensation of being 
inside a real motor. You can swap 
the steering wheel for a joystick 
if you like, and sound system can 
be located anywhere in the unit. 

• Sony Imagesoft and Propagan- 
da Films are working on a game 
version of one of the year's most 
{allegedly) fascinating movies, 
Johnny Mnemonic, 

Penned by William Gibson, the 
film is set in the bleak techno- 
dominated future it tells the story 
of Johnny, a data smuggler, who 
has information implanted into 
his brain in order to cross borders 
unnoticed. 

The crunch comes when one 
implant threatens to kill him 
unless he downloads It within 12 
hours. Brilliant story, eh? And just 
perfect for a game conversion, 
we reckon. 

The film has yet to be released 
in the US, but it has been pre- 
viewed at -festivals to rave 
reviews. It stars Keanu Reeves (of 
BUI and Ted fame), although the 
Hawaiian-born hunk won't be in 
the game. But apparently 70s 
soul god Isaac Hayes will be! The 
fact that Johnny Mnemonic is 
William Gibson's cinema debut is 
sure to guarantee major Interest, 
even if the film is a clanqer. 
Which it won't be, of course. 

Sony has neither confirmed a 
release date, or which formats it 
will publish on. Pray the Amiga 
gets the nod. 
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HOW'S THIS WORK THEN, MATT? 



You'll all be glad to hear that the management has told us to start including some techni- 
cal information in our writing. Of course the only problem with this r is that apart from 
Spanner-head Nuttall, no one here knows anything. At all. So, we thought, why 
not get Matt to give a glossary of terms. And then we read his copy. Oh dear... 



*r 



BJTP1ANES 

What Matt reckons it means: 
Okt aircraft spelt incorrectly. 
What Spanner-head Nuttall reckons: 
Right, then. The A500 can display 32 
colours, you see, which can be dis- 
played using five binary digits, 
or bits. To get ail the 
colours, the Amiga has 
to write five sepa- 
rate bits to the 
screen, which 

form five 'layers', 
or 'planes' each 
overlayed on the 
others. Hence, er, 
Sit planes'. 

CACHE 

What Matt reckons it 

means; 

That secret area under the 

Woarboards whprp you keep a 1>mj 

of wine gums for midnight feasts. 

What Spanner-head Nuttall reckons: 

b there a Mr Leaning in the house? 

HARDWARE AND SOFTWARE SPRITES 
What Matt reckons it means: 
Well, sprites ate what you cait the 
characters in a game (you know — 
'nke sprites' etc.) but as for the hard- 
ware ones, er.-.dunno! A different 
flavour, perhaps? 

What Spanner-head Nuttall reckons: 
The Amiga has eight hardware 
sprites, which it can move around 
the screen without any slowdown. 
Commodore originally thought that 
I ght would be enough (foots), but 
as games got more sophisticated, 
programmers began writing their 
own routines to display sprites, 
which are generally not as flexible as 
their hardware brothers. 

50HZ UPDATE 

What Matt reckons it means: 
Something to do with how often the 
screen updates its picture. This is 
what Team 17 is always going on 
about, and it seems fo make things 
looks smoother. 

What Spanner-head Nuttall reckons 
Yep, it means that the screen scrolls 
sideways or up-and- 
down by one pixel 
every 17 50th of a sec- 
ond — or 50 pixels 
per second, which is 
the smoothest you'll get 



32 COLOUR SCROU 
What Matt reckons it means: 
Weil it's pretty bloody obvious real- 
ly, isn't it? You can scroti, only with 
32 colours. Is that it? 
What Spanner-head Nuttall reckons:; 
Ves. 

RAM 
% What Matt reckons 
it means: 
The one in TftQN 
that gets killed 
in the middle of 
the film in the 
big flying tank 
thing. 

What Spanner- 
head Nuttall reck- 
ons: 
Random Access Memo- 
ry, or RAM, is the memo- 
ry in your Amiga which stores your 
games when you load them in. When 
you switch off, all the game data is 
lost, so, er, don't. 

ROM 

What Matt reckons it means: 

RAM's brother. 

What Spanner-head Nuttall reckons; 

It stands for Read Only Memory, a 

type of memory in your Amiga that 

can't be overwritten. It stores the 

Kickstart operating system, which 

saves you loading it from disk every 

time you switch on (just like you had 

to with the original Amiga 1000). 





screen scrolls 



BUFFER 

What Matt reckons it means: 
it's sort of like a cupboard, where 
you keep all your bits that are ready 
but not really needed just yet. Then, 
when you da sort af 
need them, you go fo 
your cupboard and 
get them out. Also, 
Harry would like to point out 
that it's where Thomas The Tank 
Engine goes to bed. 



What Spanner-head Nuttall reckons: 
Actually, Matt, that's not a bad anal* 
ogy. it's actually an area of memory 
which is used for temporarily hold- 
ing data which is due to be printed 
on a screen, on a printer or stored on 
disk. But it could be a cupboard, if 
you like. 

COPPER LIST BACKGROUND 
What Matt reckons it means: 
Sort of tike parallax, only not realty. 
If it isn 't that, it 's probably got some- 
thing to do with the Police Criminal 
Register. 

What Spanner- head Nuttall reckons: 
It's a programming trick which you 
can use to easily display thousands 
of colours in the background on an 
ordinary Amiga — usually as a 
smooth graduation. 

RASTER SCAN 

What Matt reckons it means: 
This is when large coloured gen 
ttemen with big hair walk 
through the metal detec 
tor in an airport. 
What Spanner-head 
Nuttall reckons: 
Hang on, with big 
hair? Isn't that Steve ties, 
from out of Arcane Software? Well, 
actually, a single raster scan is what 
your telly does to draw one horizon- 
tat line of the picture. It scans across 
the line, zooms back again and 
draws the next one down, zooms 
back again and draws the next one 
down, zooms back and... 

DUAL PLAYFIELD 
What Matt reckons it means: 
Now l know this one, I think. It's to 
do with convincing the Amiga that 
there are two 'levels' on the screen; 
one up front, and one out the back. 
This way you can manipulate all 
your, er. . . front bits, while 
still being able to do 
things behind it. 
What that Span- 
ner-head Nuttall 
reckons: 
Er, what Matt said 



to warm water. You also have to 
take into consideration the amount 
of stairs in your house (that's the 
architecture bit), not fo mention the 
fact that it's advanced. And graph- 
ic. Er... help! 

What Spanner-head Nuttall reckons: 
This is the new chipset that's used in 
the AT 200 and A4000, which gives 
you more colours and higher resolu- 
tion graphics to play around with. 

POLYGON 

What Matt reckons it means; 
Avoiding the rather obvious 'iost 
parrot' gag, I reckon that this is a 
nice shape, built up to create fast 
moving graphics calculated by math- 
ematic manipulation, rather than 
sprite, er,., moving. 

What Spanner-head Nut- 
tall reckons: 
A lost parrot! Boom 
boom! Ha ha ha ha 
ha ha ha ha-aaaa! 




BUTTER 
What Matt reckons it means; 
'd say that this is probably, welt, sort 
of something that's inside your 
Amiga that makes things work. Yes, 
I reckon that's about it. But of course 
there 's just a smali possibility that I 
reaily haven't got a clue. 
What Spanner-head Nuttall reckons; 
A 'thing' inside the Amiga that shirts 
blocks of memory around. Very 
quickly indeed. 

CHEESE and ONION 
What Matt reckons it means: 
A particularly tasty variety of crisps 
that became popular in the late six- 
ties. I think Walkers' are about the 
best going. 

What Spanner-head Nuttall reckons: 
Er. I don't really know. I've 
got no friends and no 
one likes me. 



ADVANCED GRAPHIC 

ARCHITECTURE 

What Matt reckons it means: 

iff 's ail to do with the end of 

the Second World War, and the 

way in which a dead kipper reacts 
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BY SENSIBLE SOFTWARE! 



short-arsed Angel of God, and sure- 
ly that must be a goal,.. But wait! 
The heavenly host is quite literally 
levitating his soul! The ball has 
stopped in mid-flight, a 
good 60 metres up in 
the air, and the Saint's 
invisible life force 
pauses before float- 
ing it back across the 
half-way line. 
"We rejoin the 
action as Boy George 
emerges from his deep 
position within Kharine's, ah r 
area, and picks up the ball. A 
sweeping, mincing pass 
through to Commissioner 
Gordon sets the huffing, 
puffing adulterer up the 
field. He shimmies past 
Parsley the Lion, swerves 
around Alan Hansen, and 
then puts the long leg of the 
aw to good use, nutmecj- 
ging the canonised mortal, 
and the ball gently caress- 
es the saintly onion-bag/' 
And that, sadly, was the 



best tale that Andy could 
think of to write about 
our Sensi Worid of Soccer 
demo, Whkb given the 
fact that Wales are a bit 
crap at footy is not sur- 
prising. Can you do bet- 
ter? Renegade is giving 
you the chance to win 
one of 10 leather foot- 
balls, each signed by 
every member of Sensi- 
ble Software! This 
exclusive prize 
could be yours 
"cause we're 
unlikely to 
get more 
than 1 or so 
entries anyway 
let's face it.. 

And all you have 
to do to get one is 
write a decent story 
about the game. 
Come with me to 
the How To Enter 
box yonder, and I'll 
explain... Q 
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LETTERS 




Ho, hum. Once again it's time for the inevitable slag-ofrs from 
you, our beloved readers, all topped with a liberal sprinkling of con- 
descending replies from me. If you fancy getting the same treatment then write to us at: 
Letters, 30-32 Farringdon Lane, London ECIR 3 All. And any particularly 
fab letters we receive will win a software prize. But judging by the 
fact that most of you are illiterate I think this is unlikely. 



"THE ONE TEAM 

EXPOSE 

THEMSELVES" 

Dear Sir, 

Following your article in the August 
issue of The One entitled 'Liars', in 
which you rightly exposed some of 
the whoppers told by software com- 
panies to promote flaccid or inade- 
quate games, I feel it only just that 
The One team expose themselves. 

Having quickly become tired of 
hearing the words "Okay, now 
what?" spoken by the 
overweight Prince of 
Valhalla, I (and doubt- 
less others) pur 
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'STOP DRIBBLING 



would send you a 
of pointless sar- 




fj 



Dear The One, 
You can't spell. 

1 just thought l 
few paragraphs 
casm. 

Firstly, I'd just like to state that 
you are all complete buggers, sods, 
steaming turds and toilet seat snif- 
fers. 

I have no doubt that you will 
think up a brilliantly witty reply to 
that remark (you snivelling festering 
baboons' bottoms) BUT neverthe- 
less, I will say that your sense of 
humour is very funny (sometimes) 
and I believe it is wasted on you 
because you are all epileptic 

twiglets- And Niffy Nuttall resem- 



chased The One in order to read all 
those lovely Valh^Ha tips advertised 
on the front cover. 

What did I find inside? Nothing. 
Not so much as a sniff of a clue. 
Nowt but the smell of pork- related 
meat products and the knowledge 
that 'hot pants' Simes has splashed 
his whopper all over the front page. 
From now on I'll read my copy of The 
One in the newsagents like everyone 
else. Probably. 

Cheers, 
A H Denny. 

Sf. . . yes. Sorry about that 
one. The cover is actually 



bles the slightly irate chappie 
from the Pepperami advert. 

Enclosed is an snapshot of me at 
home. Stop dribbling — I know I'm 
as handsome as you. As you' It see. 
I've signed it. I hope you'll treasure 
it forever. 

Secondly, I will just say as a 
friendly piece of advice, will you 
stop f*@!'7g underrating great 
games. For example. I happen to 
think that Cliff hanger is a superb 
game. I have an acquired taste and 
have found Ciiffhanger is an 
immensely fun game. I have com- 



designed in the middle part of 
the schedule, usually two weeks 
before the magazine goes to 
press, so that we can put adverts in 
proper magazines like CU Amiga 
and CVG. Although we were 
promised the tips for that issue, 
due to one reason or another they 
never materialised so some other 
hints and stuff were hastily copied 
out of another magazine and used 
to fill the space. In the resulting 
panic to "fill the pages with any old 
crap" (as it's known), the offending 
word wasn't removed from the 
cover and so although we said on 
the front of the magazine that the 



pleted it 3 times and I still enjoy 
playing it on my A 1200. So can you 
place your reviews firmly up your 
cheesy, eggy back passage? 

Good luck in your sick swallowing 
competition, 

Daniel Mobbins, 
St. Johns. 

if you thought yoy'd send us a few 
paragraphs of pointless sarcasm 
then why enclose this load of waf- 
fle? Was that brilliantly witty 
enough ? It should be — / nicked it 
from someone funnier than me, 




Separated at birth?: A camel Weft), 
ly funny and attractive git. 



and Daniel Hobbins Wight), GUt extreme 



tips were inside, er... 
they weren't. We were 

intending to put an apology in 
the last issue but due to Andy "for- 
getting", er... we didn't. Sorry. 
Once again. 

What concerns me most, though, 
is your threat to "read my copy of 
The One in the newsagent; like 
anyone else" Surely you must 
realise by now that the average The 
One reader has trouble under- 
standing words longer that 'the' 
and 'but' , and if they frnow the 
meaning of the word 'house' and 
are able to scribble a simple line 
drawing representing such a 
dwelling then they're probably in 
possession of a couple of A 'Levels 
and a degree or two. Nope it's the 
parents who have to stand in the 
newsagents reading The One to 
their kids. Everyone else just nicks 
the disks. I know I would. 



"COCKS AWAY" 

Dear JTie One, 

This the first letter I have ever written 
without saying "they probably won't 
read anyway." So you better bloody 
well print it. 

Bight, down to what I have git to 
say (notice the spelling mistake?). 
Firstly, I'd like to complain about 
those sad, very sad, gits who keep on 
writing in to complain about spelling 
mistakes. I found the one where you 
printed 'cocks away' instead of 
'chocks away J very funny [yes, so did 
my boss — although he was pieased 
that we didn't miss a vowel from the 
word 'count' — Simon.). 

My second and final complaint is 
about a certain Scottish git who goes 
around with a sad name such as 
Andre, He's probably some saddo 
who actually likes PD games, 

Anyway, that's I've got to say, so 
ciao for now, Lots of love, 

Tom Flannery, 

mrcotps. 
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-THE ONE HAS 
TRIED HARD TO BE 

FUJWfY" 

>One. 

ss years (well, at least 
l have been in mourning. I' 
h*v* «mm black every day. I have 
Hitd occasionally. 

The reason was a death. The death 
of that most excellent journalistic 
. of art: Zero. Sob. The One has 
hard to be funny and has suc- 
ceeded in many areas. Others nonce 
around saying that the style of 
humour it "childish and puerile". So 
what? It's amusing. And games, 
games games, makes Johnny a sad 
boy. The One has yet to top the 'kan- 
garoo in the top paddock' style of 
Zero, but it is close. Thus, I am 
returning from exile. Ex-Zero readers 
tremble, cos I'm back. You will soon 
know why. Hehehe. 

iudwig Ledbury, 
Wantage. 
P.S. By the way, Congrats on the 
occasionally sneaked-in swear word, 
it makes the mag more 'human', If 
Mr. J. Snodgrass complains cos his 
12-year-old son reads the mag and 
must not learn rudeys then tell him 
to 'sEang-word-for-sexual-intercourse- 
off' and read Buniy or something. 

Just because you were a regular 
guest in Zero, doesn't mean that you 
can come in here with your fancy 
zs-35 and stupid jokes. Actually, as 
you can see, it does. In fact anyone 
who knows what the words 'puerile' 
tnd 'pants' mean is welcome here. 

M l COMPLETELY 
DESTROY MY 
FRIENDS" 

Dear Mr. Byron, 

After looking at your status in the 
Sensible Soccer Fantasy (surely you 
*nean 'Fancy'? — Legal Dept.) Foot- 
ball League, I noticed that you 
haven't lost a game and only drew 
the once. So I have decided to chal- 
lenge you to a game of Sensible 
Soccer as I believe I could — how 
should I say? — 'kick your rear end 
I M the game as I completely 
destroy my friends at it and the 
computer doesn't really stand a 
chance against me. 

So far I have won every league I 
have played against the computer, 
forgetting all the cup victories I 
had, so l would like to add you 
to my list of beaten teams. 

I would play anyone else at your 
magazine but the record states that 
you and your Gotham Park Rangers 
are the best. 

Your ass is mine at Sensible Sac- 
err. So, Mr, Byron, don't be afraid — 
be very afraid, 

Damian Haigh, 
Bridlington. 



Well, Damian, you'll be interested to 
hear that you're not the only reader 
who reckons he can take my trousers 
down in a game of Sensible Soccer. 1, 
however, don 't rise to such pathetic 
challenges, Oh alright I do. Come on 
then you scruffy little Herbert. You're 
crap at Sensr — just ask anyone. I'm 
the World Champion . And i am Sensi 
God Hahahahahahaha. Ha. 



"COLLECT THE MOST 
POWERFUL HOSE" 

Barry Muir 

1 ) q Old git 

2) B) Shropshire 

3) B) Run to the nearest fire sta- 
tion, collect the most powerful hose 
you can find and spray each gremlin 
with as much water as possible. 

Telford. 

What is this, then? A shopping list? 
It can't be a competition entry 
because it wasn't on the back of an 
envelope or a postcard and it cer- 
tainty didn't have the name of the 
competition on the front. You must 
be totally bonkers. 



"THE RICH. CREAMY 
AND DELIGHTFUL 
SMELL" 

Dear Tne One, 

I just wanted to say your mag smells 
of spring onions. I'm telling you — it 
does! Right, everyone, just stick your 
nose right in the middle of these 
pages and take a good long sniff, 
SNillHlllllllllllFF! See, what did I tell 
you— spring onionsl My newsagent 
refused to order my copy of The One 
because it always fills his shop with 
the odour of spring onions. Mo-one 
will go into his shop apart from the 
little old lady who lives in a shoe. If 
you ask me, I reckon she gets a buz 7 
from the stench. But not me. It gives 
me a sore head. I have to take a 
break every second word from read- 
ing your mag just to clear my head. 
It's terrible! A suggested smell would 
be the rich, creamy and delightful 
smell of a hospital. Mmmmm. 

I'd just like to end in saying: Rum- 
pi estiltskin. Your friend, 

Jock McJimmy, 
Cheesy Wotsitland. 

Okay, Chris Hyde from Edinburgh 
{for that is your real name), what I 
want to know is: what on earth 
were you doing sniffing the pages in 
the first place? Don't you know that 
kind of behaviour rots your brain 
and gives you cancer? 

"YOU SAD ACT5 OF 
ALIEN ACID 
BLADDER REMAINS" 

Dear The One (and only),. 

So Colin Brown, Sales Curve's Opera- 




It's the part of 
the magazine 
where you ask 
us any questions that may be trou- 
bling you which we endeavour to 
answer. Or make things up. There 
hasn't been that much response so 
far, so get those queries in sharpish! 



Dear The One, 

1} I have The Lawnmower Man on 
video but I have not found the 
computer game. When will it be 
out and where do I get it from? 

2) Can I create stereograms on 
Deluxe Paint IV — if so, how? 

3) Are computer effects as used in 
The Mask and Terminator 2 cre- 
ated on an Amiga? 

4) what is the meaning of life? 

Ben Somers, 
Cambridge. 

I J The Lawnmower Man is only 
available on PC CD-Rom, but its 
sequel, Cyberwar, will be out for 
the CD32 in October. Apparently. 

2) No. although EA may release an 
add-on sometime in the future. {I 
made the last bit up, by the way.} 

3) Apparently, the TV series SeaQue- 
st DSV employed powerful Anti- 
gas with video toasters to create 
some of its effects. High-budget 
movies such as The Mask and T2 
use powerful Silicon Graphics 
machines. Or 48k Spectrums. 

4) Pants. 



Dear The One, 

I thought I'd be the first to write in 
and ask the following questions, 

1 ) Why do Simon and Andy look so 
alike? 

2) Why does Mirage always push 
back the release date of Rise of 
the Robots? 

3} How comes England are crap at 

all sports? 
4} What is the game's name: Kid 

Vicious or Kid Chaos! 



5) Why in the September issue of 
The One does the Contents page 
say Frontier 3 when it is in fact a 
review of a crappy football 
game? It's the same where it 
says Street Fighter 3 when in fact 
it's a solution to King's Quest 3. 

6) Who shot JR.? 

Joe Duyer, 
West Bridgeford. 

1) We don't... Andy has four bog- 
gle eyes and I, okay... next! 

2) It's inevitable with a project that 
size, but the end is almost in 
sight — we hope, 

3} Who says? 

4} Kid Chaos — why don't you try 
reading the magazine property 
before writing in asking daft 
questions? 

5) It was supposed to be a joke. 
Had you take the time to read 
the Contents page you would 
have notice that we were tying 
about everything that issue. But 
in your defence, you weren't the 
only person to moan about these 
'gags' — we even had one irate 
git ring up saying he'd bought 
the magazine on the strength of 
the supposed one-page review. 
Oh dear... 

6) Krlsten (the cross-eyed one) first, 
and then Sue-Ellen. 



Dear The One, 

1) Will Ultimate Body Blows {QD32) 
be coming out on the A6G0? 

2) Is Domark going to make 
another Championship Manag- 
er because I love them and I'm 
brilliant at them, 

iutart Biggs, 
Gosport. 

1} iVo. 

2) Yes — there's a data disk out 
now and there'll be a brand new 
Championship Manager out next 
year — though it'll probably be 
A120Q-only. 



tions Manager (the September issue, 
page 30, caption 'circle'), reckons the 
guys who are creating Cyberwar are 
sc-fi buffs, hmm? The number of the 
Nostromo ship is U/426? 

WELL WRONG!! YOU SAO ACTS OF 
ALIEN ACID BLADDER REMAINS. 

The title LV426 is the name given to 
the PLANET where Ripley first encoun- 
ters the Alien and then later returns 
there to confront the Alien Queen. 

So naw-naw, naw, naw, naw! 

Game over man. 



Julian Smith, 

Sheffield. 

P.S, I've seen Atien/Atiens/Alien 111 

653 039 3 3 times and my video tapes 

are worn through. 

Veah, but what's Sigorney's 
Weaver's bra size? 

Er... sorry about that. But, as 
you'll find out from the numerous 
crap 'pants' jokes we've gone 
quite immature this issue. I can 
only apologise. 
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In eight years, Bullfrog Productions has grown from a three-man 

outfit to a 40-strong programming army, and yet they've still 

produced just five games. Andy Nuttall visits a rainy Guildford to 

chat with the man who invented the God-game, Peter Molyneux. 
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How did Bullfrog begin? 
Peter: I started off writing a 
database program called Acquisition, 
in the early days of the Amiga. J was 
intending to do it on the PC, 
because it was heralded as 
the business machine to 
own, but then because of a 
mixup | got an Amiga by 
accident. The company 
wasn't called Bullfrog 
then, it was Taurus — as 
in the bull — and there 
was another company 
called Torus, who produced 
network software, One day I 
was invited down to Com- 
modore, because they sent 
the invitation to the wrong 
company. And the r«t is history. 

Have you always been based in 
Guildford then? 
Peter: Yes — in the 
slum ares of Guild- 
ford, which con- 
sisted of about 

three houses- I 

don't think that 

many people 

came to our 

original offices, 

mainly because 

they were so 

rubbish — I 

mean, they were 

smaller than this 

(Circle) Glen Corpes (pro- 
nounced: core-pez, apparent' 
ly) has been with Bullfrog for about 
eight years. He drew all the graphic* 
for Papulous, while Peter Molyneux 
programmed, and as a two-man 
crew they produced the entire game. 
Since then Glen has concentrated on 
programming, and produced the 
game engines for Paweemonger and 
Populous 2, among others, He's cur- 
rently working on the game engine 
and map generators tor Magic 
Carpet- 





Above; Peter Molyneux is the head of Bullfrog Produc- 
tions, an excellent raconteur and the owner of a huge 
house in a distinctly un-seedy side of Guildford (with an 
indoor swimming pool, along with snooker and pinball 
tables and everything). He's got a damned fine car, a gar- 
dener, tennis, courts, acres of garden, and to cap it all, he 
came a respectable fourth in our Brainy Programmer feature 
last issue. Git, 




(motions around the 
smallish room we're in). We were 
right on the top floor of this crummy 
old dilapidated building, and we were 
producing business software. And 
when you're making business stuff 
you've got to give the impression that 
you're a professional software house. 
Between us and the ground floor 
lived this old-age pensioner called 
Kath, who's now sadly dead. She had 
severe senile dementia, and because 
of that she would never recognise 
anybody who came up the stairs. It 
was rather like having this weird 
skeleton in your cupboard, you know 
— to have this old hag appear round 



the door just as you were bringing a 
journalist up. 

At one time I remember she went 
completely bonkers. We had these 
Japanese clients in, just after Popu- 
lous, It was a really important meet- 
ing, and the Japanese are sticklers for 
that sort of thing. Kath appeared at 
the top of the stairs with her mop. 
and beat them out! 

I can still remember the screams 
of pain from her as she got her piles 
treated, it's very hard to hold a seri- 
ous face while you're trying to sell a 
database product, when you can 
hear a nurse's voice emanating 
from below: "Now Kathj bend 
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Left; Peter's aim with Bullfrog is to 
produce "the mait visually strong, 
technically complex, but ultimately 
(ilnyrililn game* possible." As can be 
seen with all games to ddte, he's Also 
insistent that all his games should be 
real-time and intelligent, SO that a 
complete world can evolve indepen- 
dent of the player, Because, as he 
lojrv "Why should your world die r 
just because you get up to make a 
cup of coffee?' 

over. The nke doctor's trying to Vase- 
line your piles." We had to get out of 
there as soon as possible. 

So where did you move to? 
Peter. The business park. We had a 
small unit just around the comer 
from here, which wasn't totally suc- 
cessful either. It was a small business 
unit, and it had loads of small offices 
all next to each other. The first day 
we were in there we left a window 
open, and burglars got in and ran- 
sacked not just our offices but the 
others as well. So unfortunately we 
started off being hated completely by 
our neighbours. 

It was very hard, because I don't 
mind people messing around in the 
office, after work and stuff. We used 
to have skateboarding competitions 
down the corridors, and there was 
one fad with these little pellet guns, 
played around the business park. And 
there were these other businesses 
trying to do serious work, and us 
doing barrel-rolls and trying to shoot 
each other. We were asked to move, 
eventually, so we moved to another 
unit nearby. 

Is there an emphasis on fun at Bull- 
frog, then? 

Peter. Yeah, absolutely. If you're writ- 
ing games, then what's the point of 
making it look like a proper business? 
People always work better when 
they're enjoying themselves, so we 
encourage it. It's harder with 40 peo- 
ple now, though, because if we have 
a gun battle then it becomes a really 
serious affair! If you'd told me five 
years ago that I'd be running a 
company with 
40 pco- 
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{Circle) Mikp Diskett's f irst project for Bui I frog was 
the Psycho Sdntd coverdisk for The One. Almost imme- 
diately afterwards he worked on Syndicate, converting 
it to the Amiga, and then moved on to research into 
dynamics and kinematics for 3D models. He was 
sidetracked into helping with Theme Park, because the pro 
gra mmer was, having trouble converting it to the A500, and 

then he took over th* Amiga project completely 

pie, I would have laughed at you. I program, anybody, within a week 
haven't got a bloody clue what I'm But, it's like learning a foreign Ian- 
doing running a company! I haven't guage — just because you know the 

the first idea, it's all guess- language, it doesn't mean you can 

work. But it is enjoyable. write poetry in it. 



What do you look for in 
a potential employee? 
I Peren Simply, the only 
reason to take them on 
is if they really want to write 
games. That's it. Pro- 
I gramming isn't that 
skillful, really. I mean, 
you get really clever, 
fast programmers who 
produce really small effi- 
cient code, but produce 
crap games, I'd rather have 
a programmer who doesn't 
produce quite so efficient 
code, not quite so 
quickly, but writes a 
brilliant game. That, 
to me, makes much more 
A sense. 

Anybody can learn to 



Were you into games even when writ- 
ing your database? 
Peter Oh, yeah. Sadly, [laughs] I've 
just got a Spectrum and Commodore 
64 emulator for my PC. I played an 
old game called Mutt:, which I always 
remembered as one of the best multi- 
player games ever, and it's still amaz- 
ingly good — crap graphics, but bril- 
liant gameplay. 

There's a lesson to be learned there 
— because when programmers used 
to do everything themselves they had 
to concentrate on the gameplay first. 
There were just two of us working on 
Populous, for example: myself and 
Glen [see picture]. 

So, presumably, if you produced Pop- 
ulous now the game would be signif- 
icantly different? 



Peter. Well, it wouldn't look like it did 
— it couldn't get away with looking 
like it did. We'd need to add an intro, 
and do some end-game sequence, 
■ind loads of stuff like that. I mean, 
the end-game sequence for Populous 
was embarrassingly bad — and we 
couldn't do that now. 

What's next for the Amiga? 
Peter: We're maybe going to do 
Magic Carpet for the A1 200, On the 
PC. Magic Carpet is a superb 3D 
game with texture-mapped graphics 
and Couraud shading — in other 
words, it looks brilliant, but it needs 
a super-fast machine, On the Amiga, 
though, the landscape won't look so 
nice — it will probably be more like, 
say, Virus — although every part of 
the actual game will be in there. 

What about even further on than 
Magic Carpet? 

Peter. Well, Biosphere will definitely 
be coming out on Amiga, at the 
same time as the PC — around March 
next year, It's essentially in the same 
series as Theme Park, but this 
time you get to run a 
team of genetic and 
planet engineers, 
who modify 
planets for 
shiploads of 
colon ists. 
U nf ort u- 
nately for 
you, the 
colonists 
are gener- 
ally hair- 
dressers and 
telephone 
engineers, (Gol- 
gafrincham eat 
your heart out?) so 
when they get there 
they're pretty useless — and they'll 
probably be eaten by the dinosaurs. 
So you have to protect them. 

Lastly, if you were the boss of Com- 
modore, and another company 
bought you out, what would you do 
for the Amiga? 

Peter: The Amiga cannot win the 
technology race. Against Nintendo, 
Sony and Sega, whoever buys Com- 
modore out can't possibly win tech- 
nology-wise. The PSX, for example, is 
awesome in terms of its capability. 
The only one major advantage that 
the Amiga's got against all these new 
machines which Arc flashier and 
faster — and maybe cheaper, even — 
is that it's got a keyboard. 

So, if I was them, what I'd do is 
shove the fastest 68000 in there that 
I could, shove the fastest B litter [see 
page 17] in there that I could, and as 
much memory as I could get away 
with, and then undercut the price of 
a PC, It's still streets ahead of the PC 
in terms of friendliness, O 





Boris Verne, a uniquely ordinary guy,,. 

^ he's silting quietly at his 35-bit Excellence 
■ computer; The next he's being transported to 
frnensKHi by his eccentric uncle's Virtual Dimension 
Inducer! 

ngwe how he feels when he emerges from a rip in Itte 
space-tone continuu m i nto an unknown d imensi on... 

" weird alien worlds and their even wierdei alien 
;! Guide Boris on an action-packed chase across 
ojiflsof s#ace to find a fabled lost star Help him find the 
hey to defeating the evil Golden King who rules his 
UNIVERSE! 



Rotoscoped game character, with real-timi 
scaling and over 500 frames ot animation. 



Lush, 256-colour hand-painted scenes 
teeming with background animations.... 





. ompatible with 500, 600 and 1200), 
Amiga CD32, PC and PC CD ROM 
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No space for a 
'proper 1 WiP Intro 
this month — 
we've got too 
much great stuff 
to cram in! Over 
the next few 
pages, expect to 
find the most in- 
depth previews of 
the games you 
want to read 
about, kicking off 
with Matt 
Broughton's hilari- 
ous look at one of 
Ocean's forthcom- 
ing EA licences. 



I us Amiga owners, it m. 
aged to survive the jour- 
ney over to our house 
where it did equally well 
for itself. In but a few 
months Jungle 5tj 
sequel 1 , will he 
and should begra 

screens in a 'helicopter-flying-round' 
sort of way before you can say 'bug 
testing' and 'putting it all together'. 
Hyperial are the lucky develop- 
ment team to have been tasked by 
Lord Ocean to produce this fine con- 
version, and Stuart Johnson, one of 
the Ash borne-based company's 
partners — not to mention being 
Jungle Strike's senior programmer — 
agreed to a bit of a chin-wag with 
my good self. So, I ask, what should 
we expect from the man? 

"Well I've tried to keep this con- 
version a lot more faithful to the 
original than Desert Strike was. 
What I really wanted was to make it 
smoother than the original Mega 
Drive version, taking the jerkin ess 
out of it. The idea was to get it run- 
ning as smoothly as possible so you 
cowld just get on and play it without 
anything catching your eye and irri- 
tating you — which was my biggest 
criticism of the Mega Drive version." 



The main proble 
ly faced was the size of the gar 
When they first started the conver- 
sion, all of the files they received 
arrived in Mega Drive format; Mega 
Drive Maps and Mega Drive blocks, 
Stuart started by writing some pack- 
ages that allowed him to view it all on 
his Amiga, and then to convert it into 
usable maps. After their first conver- 
sion attempt; they ended up with over 
two thousand blocks to generate a 
map, very nearly filling the machine 
so the team had to concentrate on 
getting it all into some usable form for 
the artist to then convert and bring 
down to a more sensible number of 
blocks. 

"We've done our best to pick 
the graphics uo," Stuart 
explains, ''Some levels 
have come up really 
well, while witrfbthers 
the best we could do 
was keep them the 
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Cue just realised that considering I'm writing about a game called Jungle 
Strike, there aren't exactly a plethora of Screen shots Containing anything 
vaguely jungle-like *re there? 1 did however manage to find a couple of nice 
trees to show you in Washington DC. I also found a police car and some 
luvverly houses. I hope you enjoy looking at them as much as I enjoyed tak- 
ing them. Thank you. 



same as the original. The main prob- 
lem with converting from Mega 
Drive hardware, is that it uses 6x8 
blocks, and with its facility to flip 
and direct, it's able to fit a lot more 
blocks in, We've had to compromise 
by redrawing the structures to use 
the Amiga's 16 x 16 blocks instead, 
and though in some areas we've 
been able to improve on it, it's taken 
detail away in others." 

Fitting it all into the Amiga hasn't 
been too big a problem with the 
A1 200, but the A500 version has had 
a few corners cut. "Mainly it's the 
graphic detail that's been compro- 
mised, but I can't really take out too 
much in the way of sprites 
without affecting the 
game. The speed will be 
preserved by reducing 
the bitplanes which will 
obviously speed up the 
drawing process, and if 
my calculations are 
right, they [The-versions] 
should come out about the 
same speed, rt's really just been m 
bigger than I expected overall. I 
knew it was big when we took itonV 
it was just sitting down and looking 
at the size of everything; the size of 
blocks, the siie of maps — every- 
thing. On average, each level's got 
three tcMour hundred enemy-sprites, 
six to eight graphic blocks in the 
background, all of which change 
when destroyed to be replaced with " 
explosions, rabble and craters." 

Stuart managed to ayaid loosing""" 
anything from the original in terms 
of gameplay and sprites, but he had 
to compromise with some of the 
buildings by sharing, biflcJtU"J>rigi-' 
nally, every single building for each 
level had Its own blocks, and we just 
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I know how the 
embassies are going 
to be attacKed .... 
The carbons you 
are looking for are 
Green Station Nagons 



Stuart has tried to present the mis- 
information in a more interest- 
ywiy, so rather than just having a 
t briefing, has used a number of 
cut ecene graphics to gradually give 
tib* player more and more info as it 
becomes necessary. Here, rather 
■■jfl just being told to attack the 
y^4 i ii station wagon i at the start, 
pou get to heat up a prisoner first. 
Er_gn»at! 

n't have that. The overall effect 

| different, but if you sat them 

e by side you'd see that they're 

t exactly identical. It doesn't make 

drfference to the game, it's just 

•esthetic." 



destroying targets not yet assigned." 
Jungle Strike also features more 
animations, more enemy weapons, a 
lot more firepower, and (and this is 
the best bit!) tons of other vehicles 
that you can land and transfer to, 
such as a hovercraft, a bike, and a 
stealth fighter, According to Stuart, 
just having different vehicles changes 
the gameplay quite radically... 

"In the second level, for instance, 
there's tons, of water and a huge 
bridge that blocks your heli- 
copter from getting to the 
other side, Here you have 
to transfer to a hover- 
j. craft which can get 
|^£t under the bridge 
and is also fast 
f enough to 

wGF avoid the speed 
boats that are 
after you " Phwoar! I'm excited 
already. "In another mission. The 
River Raid, there's a stealth fighter 
which has got tremendous firepow- 
er, no problems with fuel or 
weapons — just a never ending sup- 
ply — and goes very very fast. 
You've got variable height, so you 
can come in for low-level attacks 
and high-level attacks, ducking 
under things. For each event its 
down to you to work out which 
vehicle is going tD work best — how 
to approach it, and how to attack 
it." 

OVERHEAR 

Jungle Strike has much more in the 
way of mobilised enemy forces, with 
tanks trundling around after you 
complete with independent turrets 
that aim at you as they drive around. 
The water levels feature huge sub- 
marines, and speed boats that whiz 
about, while the standard levels 
include such beauts' as terrorist- 
filled trucks that drive off and have 
to be chased. I ask Stuart what level 
of intelligence to expect from these 
fanatical chappies. 



"Well code- 
wise they're 
pretty stupid. 
It's not a hyper 
artificial intelli- 
gence— they're 
all following pre- 
set paths and 
destinations — 
but the way 
they're worked 
out within the 
actual gameplay 
gives a good 
impression to 
the player — 
their aiming is 
very good, etc. 
It's hard to 




As in Pewrt Strike, your trusty helicopter comes 
complete with its own supply of Hydra and Hellfir* mii- 
siles r <not to mention an unlimited amount nf chain gun 
ammo. Needle** to say that the larger the target, the 
more firepower you'll need, which, unfortunately for this 
truck driver, means that the Hellfire currently winging its 
way towards him should 'give him a few problems'. Bye 
bye baby, baby bye bye... 



explain, but the 
way the paths are set, it would 
appear to the player that it's doing 
something interactive towards you," 
And what about the ever-popular 
cannon fodder, the naughty snipers? 

"Yes, there are hundreds of little 
men, all with different jobs. They 
run around, wave at you, jump up 
at you, try to get 
picked up. The 
snipers sometimes 
sit down, some- 
times run across 
the ground after 
you — again pre- 
set in their individ- 
ual ways,.." And 
sometimes get 
shot? "Er, yes." 

The helicopter 
has its own intelli- 
gence as far as the 
use of winch and 
ladders go, auto- 
matically selecting 
and collecting ammo, fuel crates or 
prisoners, as ii detects their pres- 
ence, "You've still got the skill of 
lining it up, but there are affecting 
factors, such as which co-pilot 
you've got There's also a pick-up in 



the game which speeds up the 
winch collection." 

OVEN FEAR 

Hyperial has made a number of 
changes during the conversion, try- 
ing to make every aspect of the 
Amiga game as attractive and useful 
as possible. 

"There are 
cut-scene ani- 
mations for 
each level, 
showing each 
task within 
each mission. 
There are also 
the pop-up 
windows, 
which I hope 
I've improved 
from the origi- 
nal Mega Drive 
game. Before, 
it just flashed 
up on the 
screen to check your status — which 
I found was very easy to ignore — 
often leaving you wandering around 
aimlessly because you don't know 
what you're doing, I've now made it 
so that as soon as you pick up the 



■ ■ I've tried 

to keep this 

conversion a lot 

more faithful 

to the original 

than Desert 
Strike was. ■ ■ 

Stuart J oil n son, Junjle Strike's 
Senior Programmer. 



OVER HIRE 

So what did Stuart think of Jungle 
when he first saw it? 

was first given it to look 
thought it was just okay', but 
01 1 started to get into it, and a 
m sleepless nights later I was well 
ssed. It's still in the mission- 
Id, but there's a lot more 
in it — you're given mis- 
3 to complete and in some cases 
have to finish one to activate 
Quite often, if you head 
lions the way you're told, 
get into all sorts of trouble, 
with a bit of lateral think- 
in find ways of making the 
easier — doing things you 
briefed to do, such as 
I vehicle, or moving up and 





This is the git of the plot, the evil ibn 
Kilbabn (on the l«*t). He's actually 
the son of the Desert Strike 
madman, though apparently more 
completely ruthless than even his 
father was. Suffice to say, you'll be 
wanting to put a missile up his bot- 
tom as soon as you possibly can. 
And no mistakin'. 



Er bloody hell eh? Snow - can't live with it, can't live with it. I don't 
know. If I had a penny for every time I've had to sweep off this landing 
pad, I'd have tf.$i. Mas anyone seen my long john*? 
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Th«y promised you mora vehicles, 
and more vehicle* you've got. Here 
arc just a few of the new toys you 
can play with, including hovercraft, 
motor bikes, tanks and, mast impor- 
tantly, a nice little IftflJ van so that 
you can go on holiday to places such 
at Devon and Cornwall, These week- 
end breaks might not make it into 
the final game, though, 




Though a tew graphic shortcuts have 
been token with the conversion of 
Jungle Strike, Hyperial has managed 
to keep in all of the main helicopter 
animations. This leads to a much 
smoother movement than in Desert 
Strike, and, what with the faster 
scrolling, gives a much more 
playable end result. 

agent or the spy on the first level, a 
sliding window scrolls up right in 
front of you with all the important 
information in there as soon as you 
need it, Hopefully this will make the 
stuff that's important more clear. It 
also looks nice as you get a graphic 
of the prisoner or whoever telling 
you something very important to 
the game." 

• So now that Stuart's neafing the 
end of the project, what part of the 
programming does he feel most 
proud of? 

r m most chuffed with getting the 
priority right so that things can go 
behind buildings. At first I thought 
it would be no problem, but then, 
sitting down and working it out, the 

Phwoar! It's just like a James Bond 
movie, isn't it? Having more enemy 
vehicles in the game gives JutigU 
Strike a less 'lamely' feel than Desert 
Strike had. Civilian, police and army 
cars and vans fill the streets and 
can, needless, to say, be blown up 
should the fancy take you. Don't 
worry, a few seconds after 
took this picture, I DID 
blow everyone 

HP- 



size of the helicopter meant that it 
wouldn't use any of the Amiga hard- 
ware or the hardware sprites in fact, 
The whole scroll — all the heli- 
copters, the engines, everything — 
are all software, and the priority 
masking that makes it go behind 
buildings is also all software. I was 
unable to use the hardware without 
cutting down the size of the heli- 
copter, which I didn't want to do. 
That caused a few problems until 
we hit on a solution that didn't slow 
it down too much." 

What Stuart actually did was to 
make clever use of the graphics, 
explaining very specifically how he 
wanted things, organised in memo- 
ry, using the actual colours for the 
masking and then cutting up the 
helicopter image before pasting it 
on screen. That had to then be done 
with its shadow, the rotors, the 
body, the winches, etc. 

"Looking back it's quite simple, 
but at the time it wasn't working 
and I'm quite proud to have sorted 
it out. We did think of letting the 
enemy sprites do this as well (move 
behind buildings!, but considering 
the situation only arises a couple of 
times in the entire game, it didn't 
seem worth risking the speed. On 
the Mega Drive it was all automatic, 
every inch of it was a sprite in its 
gwn priority, and the hardware 
sorts it, so there was no considera- 
tion for that when the game was 
originally designed," 

So what'* next for Hyperial? 

"We've got some projects in the 
pipeline, it's just a question of what 
we commit ourselves to. I've got 
some holiday J plan to take first-" 
Weil, considering Stuart's been 
working flat out on Jungle Strike for 
seven months without a break, I 
don't blame him. Anyone for a nice 
plate of chopper? A 




As you can see, the map and 

information screens have 
remained much the same in 
format, only looking a lot prettier 
now. You have more to look at as 
far as read-outs go, and also have 
access to ye olde database, filled 
with all the latest gossip and 
news {inset), As you can see, the 
maps are comparable to those in 
Desert Strike, with multiple 
targets (i.e. lots of things to 
blow up!). 



'Hang on!' I hear 
you shout, 
'Where's the chop- 
per gone?". Well 
folks, cast your 
eyes into the bot- 
tom right corner 
and you'll see your 

good self riding 

the latest in motor 
bike technology — 
complete with big 
chain gun. Of 
course, there's no 
room tor your co- 
pilot, so he'll just 
have to stay in the 
'bird'. Don't forget 
to leave the win- 
dows open a bit or 
he'll suffocate. 
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After the ashes of USA J 94 r US Cold picks itself up, straightens 
out its plus-fours, and drives a new ball down the fairway of 
Amiga games. Andy Nuttall is in the rough (like his hair). 



Part One 
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The first of two golf games to 
be WiPped this issue is the 
official World Cup Golf 
licence from US Gold. Following 
directly on from the same company's 
World Cup Soccer 7394, you would 
be forgiven for assuming that the 
two form the beginning of a series 
of World Cup games, featuring pop- 
ular sports simulated on the Amiga, 

But this isn't the case, apparently. 
"I think US Gold would like to be 
seen as the producer of high-profile 
sports sims — Winter Olympics and 
so on — but that's as far as it goes, " 
says Steve Hickman, the producer of 
World Cup Golf. "We've acquired the 
rights to the World Cup Golf events 
in both 1994 and 1995, whkh has 
given us the chance to produce a 
golf game which is better than any- 
thing currently on the market." 

Highly commendable. However, 
obviously Ocean has got similar 
ideas, as you will note from the sec- 
ond golf game on page 3S. World 
Cup Golf, though, has a distinct 
advantage: it contains models and 
accurate simulations of courses on 
which you'll probably never get the 
chance to play. 

"For the moment it's an extreme- 
ly accurate simulation of the Hyatt 
Dorado course in Puerto Rico," Steve 
continues, "where the World Cup 
will be played this year. We're aiso 
going to release at least three addi- 
tional World Cup Courses: Runaway 
Bay in Jamaica, Mission Hills in Thai- 
land, and Mission Hills in China. So 
there'll be a huge range to play," US 
Cold is likely to release the extra 
courses as a set of data disks, to 
come out at regular intervals over 
the next year; although no dates are 
confirmed at the time of writing. 

The main selling point for World 
Cup Golf is its accuracy: the team has 




PROJECT: world Cup Golf 
PUBLISHER: US Sold 
DEVELOPER: Arc Development! : 
Gary Tonge (Lead Artist); 
John Smedley, 

Lee Da vlet (Lead Programmers) 
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RELEASE: November 1994 



spent a large amount of time 
painstakingly measuring the course 
and rebuilding it on computer. 
"We've gone about this in two 
ways,'' Steve explains. "We've got 
the topology of the course — the 
turves, the bumps and mounds — 
perfect. For example, if someone has 
actually played a green at Dorado 
Reach and watched the ball break in 
a particular way, when they play it 
on World Cvp Golf they'll see the 
ball break in the same way. On top 
of this, all the trees are accurately 
positioned, which makes it even 
more realistic." 



SILICON FOLLY 

As you would expect, a game involv- 
ing this level of accuracy had to be 
researched extensively even before 
the team started coding. "We went 
out to Dorado itself, and chased up 
a full survey of the course," says 
Steve. "Fortunately they had a sur- 
vey done fairly recently, so we took 
that and converted it into computer 
data. Then we took over a thousand 
still photographs of the course, over 
a two-day period, along with a lot of 
video footage, 

"The photos were for the texture- 
mapping, so that we could achieve 



The backgrounds 
are taken from 
hundreds of stored 
digitised views of 
the real Hyatt 
Dorado course, 
which makes them 
look all the more 
realistic, Note the 
texture-mapped 
water, complete 

■with re-flectipns. 

Like, wow. 




Look at the size of those trees! Yeah, so the PC's got speed and full-Colour 
graphics, but when you see I V I old CD 3 2 matching it pixel for pixel, it fair 

brings a tear to your eye. No, it really does. 




Hyatt Dorado beach, yesterday. 

very accurate textures on the differ- 
ent areas of the course- Of course, 
the other stage of research was into 
the physics of golf, and what hap- 
pens when you put spin qn the ball, 
that sort of thing." 

Texture mapping is normally the 
domain of high-end PCs, simply 
because games which make use of 
it are fast-moving flight simulations 
and arcade games — and texture- 
mapping is a very power- hungry pro- 
cess. One of the very few games to 
use it on the Amiga to date was US 
Gold's Legends of Valour, and there 
was mixed feelings about the results. 

In a surprise move for a golf 
game, the data for the entire course 
was entered into a Silicon Graphics 
workstation, which was then used to 



build the graphics. "We have a num- 
ber of stand-alone workstations, and 
we made a complete 3D model of 
each individual hole on them. We 
then positioned what are, effective- 
ly, cameras around the hole, and we 
get between 300 and 500 pictures 
for each hole — which we then use 
as backdrops for the game itself.'' 

World Cup Golf is destined to be 
yet another CD32-only product, sim- 
ply because it would take too many 
disks to release on floppy. Indeed, 
the code and graphics almost fill an 
entire CD! "We have fairly efficient 
compression technique's, but still we 
had trouble fitting it on one CD," 
laughs Steve. 

All this bodes well, but how will it 
fare against Ocean's game? 
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Matt Broughton is all for cartoons with 
semi-naked women, big guns, and just the 
'odd hint 1 of gratuitous violence, so who 
better to look at ICE's licence of the Manga 
film that started it all? Who better indeed? 



AKfRA is one of those movies 
destined to be filed under 
'CULT' Apart from kicking- 
yff the now huge machine that is the 
Manga Anime production line, AKtRA 
brought violence and sex into the 
cartoon world in a Way we'd never 
seen before. With an unique style 
(not dissimilar to the old Battie Of 
The Pfanets cartoons) those clever 
chaps, nay Zaps, managed to create 
the sort of buzz that old freezer 
chops, Walt Disney, would have 
defrosted for 

Though I've seen tons of Manga 
films I've never actually seen AKfRA, 
and can only guess that it must he a 
weird one because when I asked a 
close friend to give me a brief syn- 
opsis for this feature, he told me; 
"Okay... people in post-apocalyptic 
Mao-Tokyo, er. kids on bikes, vio- 
lence, a sort of evil God-tike deity 
bloke-thing that takes over the 
world, violence arid, er... then every- 
thing blows up Yes, I think that's 
about it" Hmm, Perhaps we'd best 
move on, Paul Atkinson, AKfRA's pro- 
grammer says. 

The project spec was to produce 
a game that would appeal to a wide 
range of players — we didn't want 
something that singled out only one 
group of game players. The ideas all 




PROJECT: AKIRA 
PUBLISHER: ICE 
DEVELOPER: In-House: Paul 

Atkinson (programmer), Rupert 
Janes (artist), Martin (Assistant 
Product Manager). 
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come from the film and the structure 
of the game is built in the same way 
as the film itself, There are twelve 
sections, each based on a different 
part of the film's plot," 

And how have the team found 
working with such a 
huge licence? "Bas- 
ing a game on a 
specific licence is 
normally a hin- 
drance in that we 
can only take the 
ideas from the film 
and then adapt 
them into a game, 
but with AKfRA, 
there are so many incredible ideas who'd never worked on the comput- 
throughout the film, that our real er before. We did this because we 
problem was how to limit what aetu- didn't want him to have any precon- 
ally ended up in the game. Another ceived ideas about what a computer 
problem was that because AKtRA is game should look like. It has worked 

very well and we're delighted with 
the results." 

To reflect the different stages of 
the film, ib^ AKIRA game will feature 
a variety of game styles. Here, ICE has 
abandoned the traditional platform 
style for a level of flying action. "The 
bike sections were the last levels to 
be programmed and have proved the 
most time consuming, explains Paul 
The A500/600 version has unfortu- 
nately Jo st a fair chunk of the anima- 
tions that II be found in the A1 200 
version, while lucky CD32 owners will 



■ ■ The game 
looks and feels 
like the original 
film pjj m 

Paul Atkinson, AKIRA's 

programmer. 



such an important property to the 
originators, we've had to get clear- 
ance on everything we did." 

Andy 'The Ganger Nut' Nuttall saw 
AKIRA up and running about three 
months ago and wasn't exactly 
bowled over by the animations, so 
how have the graphics moved on? 
"The game now looks and plays 
beautifully. The graphics are superb 
and the animations are fluid, making 
the game look and feel like the orig- 
inal film. The animation within the 
film is so good that 
the graphics on the 
computer screen 
had to reflect that 
— this was the area 
that had most wor- 
ried everybody. We 
took a big gamble 
producing this 

game, and so took 
on an animator 



Matt obviously couldn't think of a 
detent headline. 

enjoy animations played straight 
from the CD. 

"The animations provide a good 
method of explaining the story 
behind AKIRA [which is definitely 
not an easy task! 1 and if we'd had 
more memory, our priority would 
have been to increase the amount of 
animation sequences. The worst part 
of the project has been the short 
development time relative to the size 
of the game." 

And what's Paul likely to be doing 
next? "There are so many versions of 
AKfRA in production that as soon as 
I finish on AKtRA for the Amigas, I'll 
be helping on one of the others." 

With any luck we'll have a review- 
able version of AKIRA next ish Or 



As you can see from the static 
shots shown about the place, tons 

Of Stills and Animations from the 

film have found their digiti-sr-fl 
way into the AKfRA game. And 
don't they look good? 
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Vroom! Prepare to drive like you've never driven before, as Minds cape 
gives you a thrill-packed speed romp amongst the stars. Andy Nuttall belts up. Eventually. 



PROJECT; Mega Race 
PUBLISHER: ttlntttape 
DEVELOPER: Cry© Interactive 
Entertainment; Lionel Guillang 
(CD32 Programmer); frank de 
Luca, Madjid Taibi (Graphics); 
Stephane Picq {Music A Sounds) 



the sequel to Captive. Originally, Lib- 
eration was only to be released on the 
CD32 (although at the very last minute 
a cut-down AT 200 version was pro- 
duced too). 

Its next game. Mega Race, will hit 
the CD32, and the CD32 only, in 
November. Produced by acclaimed 
French softie Cryo Interactive, which 



programmed the original Dune game, 
August 1991 Mega flaoe is set in the type of futur- 

istic world which can only 



RELEASE: October 1994 



Since the potential for CO-ROM 
was realised, nearly a decade 
ago, hardware and software 
companies have developed machines 
and software to use them. But, for all 
the press hype that surrounded it a 
couple of years ago, CD-ROM storage 
has been comparatively slow to take 
off — with still only a handful of soft- 
ware companies regularly producing 
CO-based games which do the format 
any kind of justice. 

One of the companies which looks 
set to embrace the CD with open arms 
in the future, though, is Mindscape. 
It has produced consistently good 
'floppy' Amiga games through the last 
few years, including Legend, Captive 
and Alfred Chicken, but lately it's 
probably best known for Liberation, 




wm 
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In all there are 15 tracks, plus several bonui levels, and 
each gets progressively more difficult as you go on. 
When you get to the last few tracks, the Space Gangs 
become crazy, wild-eyed lunatics, bent on your 
destruction. "The tracks are split into five sets of 
three, which correspond to the five different Areas 
in which the game is set," James explains. 



which can only be 
described with "superb rendered visu- 
als," Kind of like Microcosm — but, as 
Mind scape would have you believe, 
with new added gameplay. 

Mega Race is a Running Man -style 
game show, where the competitor 
must fight to not only win, but sur- 
vive. Simon Harris, Mega Race's pro- 
ducer, explains why: "You're invited 
to take part in the show by the host, 
Lance Boyle,." Ah, excuse me? "Ye- 
eess. That's his name, I'm afraid," 
Simon continues. "Lance is really an 
actor, which Cryo digitised and has 
used throughout the game. There's a 
lot of full-motion video showing Lance 
jumping around, introducing you to 
the various tracks." 

Having seen Lance' prancing 
around the screen in the flesh, as it 
were, the actor involved definitely 
seems I ike the type to have "enunciat- 
ed from the back 
row" at some 
point during his 
career (or per- 
haps just 'over- 
acting' would be 
a more under- 
standable term). 
Is he, well, 
famous? "I think 
he's just done 
some bit-parts," 
Simon grins, "He 
was in Danger- 
ous Liaisons, with 
Glenn Close and 
John Malkovich." 
Hmm. not bad, I 
s'pose. 



ROY WALKER 

Still, he manages to pro 
duce an exquisitely tacky 
host, with just the right 
balance between bright- 
ly-coloured clothing, a 
huge Colgate smile and a 
personality so sickly-sweet 
it makes your teeth itch, The 
intra sets the scene perfectly, and 
introduces some nice Biaderunner- 
style scenarios where the Lance film is 
seen broadcast across the virtual land- 
scape on huge TV screens. 

"When you actually get into the 
game, the idea is you're 'virtually in a 
virtual gameshow, ' if there is such a 
term," explains Simon. 'You're driv- 
ing against a number of Speed Gangs, 
around the virtual tracks, the idea 
being to destroy each Speed Gang's 
leader within a certain time limit, or 
within three laps of these tracks. Each 
track is a fully-rendered 3D animation, 
with the action transposed over the 
top of it. That's one of Mega Race's 
main points — because you've never 
seen a racing game with backdrops 
this good. 

Presumably, then ; you have to 
shoot the gang members? 'Yeah — 
you have to shoot the other players to 
win," says Simon, "but when you run 
out of bullets you can always ram 
them off the road," he laughs. "The 
main object is to destroy the gang 
leader for each track, but most of the 
three laps are taken up with a large 
number of the gang members which 
you have to get through before you 
reach him," 

Unlike Microcosm, which is proba- 
bly the best-known example of game 
graphics pulled from CD to date, in 
Mega Race you can control the speed 
as well as direction of your vehicle, as 
Simon describes: "vVe'ue made Mega 
Race so you can accelerate and brake, 
as well as shift your car about on the 
track, As ynu press or release the gas 
pedal, the graphics simply speed up 
or slow down to suit. On the tracks 
you find a lot of symbols, which give 




"Hit I'm your MegaHost... Lance 
Boyle! I'm here to tell you that YOU 
(yes, YOU} have been targeted to 
star in the world's top-rated TV 
show of all time People stop what 
ever they're doing to watch 
MEGARACE! They can't fight it. And 
M6GARACE wants YOU!" Hmm, this 
Boyle character really doesn't mine* 

his words. Orwellian-style scenes 
abound when Lance Boyle's show 
Mega Race is broadcast to the 

nation. The animated Intro cuts to 

Blade Runner-type shots to show the 
hordes of people, glued to huge TV 
sets from which they can't hide. 
Nasty, eh? 



speed-ups, extra energy, spin-offs and 
stuff, and these all affect the speed at 
which the graphics are drawn." 

SPEED WALKER 

There seems to be a glut of CD-only 
games lately, what with Cyberwar, 
Microcosm and Nova Storm, It's a new 
direction for Mindscape, but is it 
something we're likely to see more of? 
Simon certainly thinks so: 'Yeah, we're 
heading that way. As part of the Soft- 
ware Toolworks, our parent company 
in the States, we're one of the largest 
CD-ROM publishers around at the 
moment. And yes, we are moving 
towards the type of game which can 
be CD-only. We have several projects 
on the way which will appear on CD 
— I think we're up to double figures 
at the moment." 

A criticism which has been levelled 
at most CD-only games to date is the 
linearity — that the CD can only dis- 
play pre-recorded graphics, just like a 
video, rather than creating the graph- 
ics as it goes along. This applies, in 
some ways, to Mega Race, but Mind- 
scape has been keen to make the 
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than average. 

■ " . :« 33GS of graphics. 

found, and kits of glitzy 

just as we have with 

Smon says (sorry), "how- 

• ways the game has to 

because we're spending so 

on these things, Mega Race 

the first CD-based arcade 

far as we're concerned, sim- 

am it involves both driving 

elements." 
it should be said, the driving 
are rather realistic. Some of 
"Tac*s are real roller-coaster rides, 
add sickening stomach-churns 
kad-p urn ping action as you 
and weave around some of the 
met* curvy circuits. 

"Oyo was trying to do something 
a ok different than just taking an ordi- 
-ar, Amiga game and chucking it on 
■HCh a load of flash graphics/' Simon 
"It was specifically devel- 
With these huge 3D Studio-rrn 
graphics in mind, so it actually 
fiances the game itself — it's not 
.*-g tz." 
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Arid, as a testament to the power 
of the CD32, Cryo has actually taken 
advantage of the machine's higher 
resolution over the PC CD-ROM, and 
produced an even better- looking 
game! "It's not a direct conversion of 
the PC game," admits Simon, "It's in 
fact a direct conversion of the 3O0 ver- 
sion. So if you run the two side-by-side 
the PC graphics are noticeably more 
pixellated — and there are slightly 
more colours as well, because it uses 
the full 256-colour palette/' 

There is a negative aspect to this, 
though as Simon explains: "Because 
of the increased resolution, we haven't 
as much room to fit the tracks onto 
the CD, So you'll find that there are a 
couple of tracks missing from the PC 
version, but the disk is actually full," 
Blimey and, er... O'Rielly. 
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FREAKS 

Mega Race was released on PC CD- 
ROM around four months ago, and 
since then it's held the top slot in the 
CD charts for five weeks — so Wfth the 
CD32's higher market share Mind- 

Of court*, futuristic racltMj And fight- 
ing tyber-games wouldn't be 
complete without a tew space scene*. 

The the Of Junkyard levels are set 
just there — in outer space — where 
you'll find the race tubes suspended 
"in the middle of nowhere," according 
to Simon — and I suppose he should 
know. "Junkyard is set in Fraetillian 
Space," he continues, "which is when 
all the 21 rt century equivalent of 
yuppies go." 

The three water levels are based 
around a planet called Maeva, which 
it quite, er, watery. Oh, um, great — 
here tames James Morrii, PR bloke 
for Mindscape: "the game show 
designers couldn't find the legend of 
Atlantii to set the game show there, 
so they built the next best thing." 

The penultimate area is Factory 
Land, which it set on the outskirts 
of the main city. "The edge of the 
city is just wasteland, really," says 
lames, "which is obviously a great 
setting to place a few tracks for 
Mega Race, because of the great 
wide-open spaces. The track has a 
great big loop in it, and Spinning 
disks with Cryo on them." 

San ii a kind of replica of San Francisco (of 'The Streets of...' fame), "In New 
you can find the big hill," explains James, "and the Golden Gat* Bridge, and 
the very first track, the story is that VBTV, Striving to 
find new Mega Race locations, built a huge 
speedway right through the middle of 

town. Because they have to 
entertain as many people as 
possible, of course,, as TV 
stations do." 





MEAN MACHINES 

At the heart of Mega Race is ,i 

small but well-developed range 

of super cars, each differently 

vuited to the worlds which you 

drive through in the game. 3D 

Studio, the PC-based rendering 

program, was used to 

produce not only these fine 

specimens of virtual automobiles, but also all the tracks, backdrop* 

and intras in the game. So take a good, long look ,it (literally) the car 

of your dreams, because with the correct weapon y, it could win you 

your life... 
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scape looks set for some healthy 
returns, "Mega Race CD32 has been a 
very quiet project/' says Simon. "It's 
actually been in development for 
around a year, but nobody 
has really heard much 
about it until now." 

On the PC Mega 
Race received 

mixed reviews 
from the press, 
with some jour- 
nalists highlight- 
ing the CD's 
shortcomings as a 
downfall of the 
game. However, for 
the CD32 Mindseape 
has listened to some of 
those criticisms, and 
tweaked the game to counter 
them, "The PC version had some very 
good reviews, and some average ones, 
Simon admits, 'The main criticism was 
that it was limited by the CD — but 
that's the way CDs are. We're trying 
to provide a playable racing game that 
looks stunning, which we think we've 
succeeded in doing. 

"Some reviewers said there wasn't 
enough variety in thegameplay, in the 
way the enemies behave and so forth. 
Obviously there have been four or five 
months since we finished the PC ver- 
sion, so we've improved the artificial 
intelligence of the cars, and generally 
made the feel of the game better, Oh, 



and some people said that the cars on 
the PC looked like they had been over- 
layed onto an animation — which, of 
course, they had — but we think 
we've solved that because 
of the increased num- 
ber of colours on 
the CD32. The cars 



you run 
the two side- 
by-side the PC 
graphics are 
noticeably 

more 
pixellated mm 

Simon Harris, 
Mega Race's Producer. 



now look more 
'in' with the 
track they're 
running on. 

It's always 
frustrating 
when develop- 
ers lead on 
another machine 
than the Amiga or 
CD32, because we 
have to wait so much 
longer for games to come along. 
But, when developers do have the 
months in-between to actually make 
the game better, that can only be 
good for the machine. And with the 
number of CD 3 2 -only games count- 
able on, well, two fingers, Mega Race 
might just be the tonic it so desper- 
ately needs. 4$ 

Finally, we have Jelly Mould land, 
where the player drives his super speed- 
mobile through tubes cleverly entwined 
within a huge bowi of Chrvars 
Strawberry. The walls pulsate as some 
giant Sun-gad wobbles his breakfast 
table, creating the effect more 
commonly... (you don't know what tfw* 
is, da you? — Simon). Er, no, 




You'll notice that the CD32 screenshots look much better than usual this 
Issue — and there's a reason for this. Because both Mcgj Rare and Litil 
oivit look so damn hot, we decided to splash out and use our lister 

magaiine CVG'% icnamhot grabber, which is really quite good, ac 

you can see. They've got much better equipment all round, the gits. 
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MISSING 

All right, so it's a terrible title — but you try coming up with a witty phrase 
with the word 'Flink' in it. See, not easy r is it? Andy Nuttall apes around with 
Psygnosis' CD32-only platformer. 



The CD32 has never had it so 
good. Just a couple of pages 
since Mindseape's new CO 
baby Mega Race (see page 34), and 
blow me if Psygnosis hasn't come 
along with another little beauty to 
tempt our eyes (and our wallets) 
towards buying a CD32. 

While fWega Race is a game which 
relies on the huge storage capability 
of the CD32 to pull in the hundreds 
of megabytes of graphics from the 
disc as von play, Flink makes more 
use of the circuitry. Because the 
developers have concentrated on just 
the one format, they've been able to 
throw all manner of colours and 
moving objects at it without 
fear of slowdown or jerky 
scrolling. Psygnosis has con- 
ceded that Flink could be done 
on the A1 200, but there are eertai n 
reasons why it probably won't be — 
more about that later. 

Written by the team behind 
Thai ion's superb Lionheart, the plat- 
form UffSit-'em-up with arguably the 
best graphics on the Amiga to date 
(except, perhaps, Kid Chaos), Flink is 
also a platformer, but with a twist. 
"With Flink, weVe tried to create a 
mixture between a platformer and a 
clever RPG," says Greg Duddle, 
Flink'i producer. "We've 
ended up with a game which 
has magical spells and ingre- 
dients, combined with all 
the jump-and-run aspects 



PROJECT: Flink 
PUBLISHER: rHygnosil 
DEVELOPER: Interactive 

Design: Erwin Kloibhofer (Program- 
ming); Henk Nieborg {Graphics), 
INITIATED: March 1994 
RELEASE: November 1994 





you expect from a platformer. So it's 
nothing overly-complicated, but per- 
haps more thought -provoking than 
most games of this type." 

Flink, it transpires, is an apprentice 
wizard, appointed by the residents 
of an island to — yesf — rid 
their home of an evil wizard's 
influence. The nasty wiz impris- 
oned the four rulers of the 
sland, and appointed guardians 
to help keep them that way. Hmm. 
out of 10 for originality, but glanc- 
ing around the page at the graphics, 
if there's a halfway-decent game in 
there somewhere this should be hot 
stuff indeed. 

"To start with," Greg explains, "the 
view of the island will be covered by 
dark clouds indicating the areas still 
under the shadow of the wizard. As 
you clear areas of the magic, more of 
the map becomes visible." The key to 
moving on in the game, and to even- 
tually rid the land of the wizard, is 
your use of magic. This is your nor- 




"Part of the Tree l«v*l is like a tribute to Donkey Kong," says Greg, "with 
apples tailing just like the barrels from the original game." The similarities 
stop at the big ape, though, because there aren't any barrels, you don't 
have a hammer, and, thankfully, Flink isn't wearing blue dungarees. 



magic, but in Flink it comes in handy 
pint-sized bottler 

Greg again: "Magic is collected 
throughout the game by either killing 
the bad guys — whereupon they 
release a small amount of magic 
which can be picked up — or by 
opening chests and finding bottles of 
the stuff." Also, if Flink is unlucky 
enough to be hit by a bad guy, his 
magic isn't lost immediately — 
instead it drifts around for a few 
moments, giving you chance to pick 
it up. 

Another neat feature is the chance 



though: "The player will be free to re- 
enter any stage at any time," Greg 
explains, "because areas that were 
inaccessible may be discovered as the 
relevant spell is found," That means 
if you discover a spell which appears 
to have no purpose, the chances are 
it could be used to open up a secret 
room in one of the hidden levels. 




ma I, everyday spell-casting kind of to play through the game on Novice 

level, with unlimited continues 
Tha final level is (which has only previously, I think, 

Volcano World, .-. been featured in Ruff 'n' Tumble). 
where you'll find ^^ practide mode ns | ps you to p 

the evil wizj(d, e£. * .^. „ - „. - 

Wainright. '* « *V** game," says Greg, "but it wonf 
least, i think hj£~^pet you on to the final stages — so 
name's Wairyfl _ : you'll have to brave the normal level 
Jftj find them.' 

^because magic is the key to much 

- ToTthe game, and you have to create 

your own spells, the chances are you 




laugh 

sometF 

that. AnywavH 

is the most difficult 

l«V«l of all, because 

i you have to dodge 
tha fire, a* well as 
worrying about the 
wrath of the Wiz." 



might not have the correct spells to 
enter a particular area in time. Psyg- 
nosis has already thought of this, 



MONKEY BUSINESS 

Psygnosis is probably the most active 
Amiga developer at the moment, 
with a comparatively busy Amiga 
release schedule for the coming 
months. So, it's only natural that the 
Flink crew approached our Psyggy 
with their latest game— and that, as 
it transpires, was exactly the case, As 
\m Greo recounts: "In Spring last yean 
nT ju^jPeT tnev "^ finished Lionheart, 
thjj developers contacted me and 
said they'd like to make a game with 
Psygnosis. I asked them to submit a 
design, and they went away for a 
while and put it together. 

"Th* design they cann* back with 
was great — and included some of 
the preliminary sketches whieh'you 
can see around this page. We gave 
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In Flink is th* Forest 
nMUi contain* til minnn of 
and camei mar* then a 
rn»mblmc« to Lionheart, I 
J). "In th* Forest you'll 
eaeai bald-headed thieve;, who try 

*• bump into you and nick your 
." explains Greg. "And sine* 
all th* items you cm get 
the Spell*, it's a goad idea to 
them hefore they get you." 

oHero the go-ahead, and the results... 
iweJI, you can see them for yourself. 
The team's been a pleasure to work 
with — they're fait, reliable, and very 
creative, and they've turned out a 
great game.'' With 
praise like this, it's 
perhaps not surpris- 
ing that Greg and the 
team are already plan- 
ning their next collab- 
oration, Which he 
won't talk about, nat- 
-rally. Thanks. 

"The character is 
really cflrtoony. " says 
Greg. "If Flink mixes 
his spells incorrectly his spells blow 
up in his face, The artist has worked 
absolute wonders with Flink'% ani- 
mation, As he slides down hills he 
looks panicky and shocked — that 
sort of thing. 

"But it's not just graphically 
appealing, of course/' he stresses. Gut 
then he would, wouldn't he? "The 
gameplay is really well balanced; so 
much so every member of the Mega 
Drive press who has written about it 



The team's 
been a pleasure to 
work with — they're 
fast, reliable, and 
very creative 



has loved it. The island in which 
Flink's set is split into six different 
graphical areas, which are in turn 
divided into between three and six 
sub- levels, making a total of over 55 
levels fqr you to win through. 

CHIMP PAN5IES 

You might expect, as we did, that 
there are inherent problems with 
converting a game from the Mega 
Drive to the Amiga. Mot with these 
boys, it seems — because they're 
Amiga fans first and foremost. "The 
graphics on the Amiga will look 
exactly as they do on 
the Mega Drive," 
says Greg, confi- 
dently. "They were 
originally drawn on 
an Amiga anyway; in 
fact, the whole edi- 
tor was written on 
an Amiga, and all 
the levels were 
designed on an 
Amiga too. Because 
lived on an Amiga first, con- 



JJ 




it al 

verting it to run on the CD32 should 

be fairly routine stuff. 

"I think they may have to cut out 
the odd enemy from an attack, 
though," he 
admits, 
"because 
they're 
determined 
to keep it 
running in 



In th* Village level, 
you can see what can 
best be described a* 
Viking type blokes,' 
who wield spears 
menacingly In your 
direction. Over to 
Greg once again; 
"Bouncing on them 
one* »quaih*i thern 
Into their helmets, 
and then again caus- 
es them to release 
some magic." 




When they were showing their ideas for Flink off to Psygnosis, the devel- 
opers put together a comprehensive portfolio of rough sketches show- 
ing possible scenes from the game. Here we've managed to grab a cou- 
ple of them, just to show you that you don't necessarily need a 
completed game to sell to games publishers {although you do need some 
programming and graphics talent}. 







50 frames [smooth 

scrolling, of course, 

as regular readers of 

The One's WiPs will 

probably know], But 

it won't be very much 

— just one or two 

creatures at the 

most," 

To cap a relatively 

'easy' project, even 

the digital audio 

soundtrack is ready 

to be included, 

because it was origi- 
nally written for the 

Mega CD version. 

Handy, eh? 

But why is it to be 

CD52-only? I can 

understand the large 

quantity of graphics, 

but with something 

like Kid Chaos possi- 
ble on a standard 

Amiga, surely there's 

scope for Flink — at 

least on an A 12007 

"There was some 
thought given to an 
At 200 version," Greg 
concedes. 
"But to be 
quite hon- 
est the 
Amiga mar- 
ket just isn't 
really there. I 
don't want 
to put the 
Amiga down, 
because it's my own 
favourite, and it's a 
real shame that it's 
in this state. We've 
just released Bene- 
factor, which is a 
nice little game, but 
we're not expecting 
it to sell in massive 
quantities." 

The other main 
reason behind the 
lack of A1200 version, apparently, is 
because of the inherent problems 
converting it to use a one-button joy- 
stick — the CD32, of course, is 
blessed with more buttons than 
someone with ten hands 
could possibly need "The 
CDjgSgsjw fewer probtems 
thaffthe A1 2 dq th tenets" of con 
vcr^fo n,: iirrtjely because we can 
make use of the extra buttons of 
the controller. Wo thoTjcrht that a 
CD32 version would be worthwhile. 
It wouldn't take tB° much of the 
developers' time and it would be 
something for CD32«wners which 
they can't get elsewhere." 

Although Greg made the comment 
about the state of the Amiga market, 
which is highlighted currently with 
Commodore's . great dilemma, I 




"The end of level baddy on th* Tree Level Is a big 
gorilla-thing, who Jump* up and dpwn on you, and 
throws apples," Qreg reveals. "The idea li to grab the 
apples and throw them at him. 4 * A bit like David end 
Goliath, but, er, Flink and Big Ap*. 




These still screen shots are very impressive stuff, but 
moving they're so much better, if you've ever lean 
Llonheart you'll know what to expect, but the pro- 
grammers have made use of the extra power of th* 
CD 3 J to throw in even more pretty graphics, more 
animation, and loadi more colours on-screen. Wow! 




As you nick through the six worlds of Fiink, the map 
scrolls along to show where you are. After you've 
completed a level, a little flag is raised up th*, ar, 
pole, and Flink moves on to th* next 



couldn't let him get away without a 
gentle reminder that there is still a 
huge market — foF the right game. 
Just look at Sensible .Soccer, Cannon 
Fodder r Chaos Engine et al, which 
have each sold in absolutely 
vast quantities. 

"Yes, for the right game, 
there is," he agrees. "And in 
some ways this may well be the 
right game, but it would take a lot 
more effort on our part to make an 
Amiga version. I don't think we've 
totally discounted an Amiga conver- 
sion, but basically it's just simply a 
case of 'see how it goes'." 

But, hey, with a game looking this 
good on«eftD32. don't think 
com p raining which, of course, is 
a first "tgff- you, you mooning 
Welsh teapot — Simon.), *» 
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Just like the number 113 bus 
that goes past my house, you 
can wait ages for a golf game 
to come along; and when one does 
there's sure to be another following 
it. The second of this month's golf 
WiPs is Ocean's PGA European Tour: 
which might not look quite as strik- 
ing as World Cup Golf (see page 30), 
but it has an immediate head start 
with the PGA name behind it, 

The original PGA Tour from Elec- 
tronic Arts is generally accepted as 
the most playable Amiga golf game, 
but it's getting on a bit (three years 
old next birthday), and its features 
have been overtaken by more recent 
golf sims 

Nick Court, the Project Man- 
ager for PGA Euro, claims 
never to have played the 
original PGA Tour, and 
that the new game is 
simply a conversion of 
Electronic Arts' Mega 
Drive game of the same 
name. "It's a straight con- 
version — like for 
like," he says, "except 
for the new dead-vexy 
graphics, that is." 

Ah, so the graphics are better took were digitised into the Amiga, 
than the Mega Drive version? "Yeah and used for texture-mapping the 3D 
— I would say so!" Nick laughs, "We objects on- screen. So, a picture of a 
took the Mega Drive version, and the real tree could be wrapped around 
code, and ported it all across. There the model of a tree in the game, for 
weren't any difficulties, really, so we example, giving the impression of a 
looked at improving the graphics, real tree. Apparently. 
We put some texture-mapping in "Say, you've got three different 
there, and that looked okay for types of grass," explains 
a while but we soon got bored Nick. "So, the game 
with it. We ended up buying a draws the grass, line 
camera and going around a by-line, across the 
few golf courses to get some real screen. It draws it 
shots. It's now come out far better in exactly the 
than anyone would have expected " same way as the 
The photographs which the team Mega Drive ver- 

If you look closely, you can see the great Andy 

Nuttall of Wales taking his perfectly-timed chip 
onto the well-textured green. The cloud;, reflected 
on the water are a nice touch — except there aren't 
any clouds, of course, Oh well 
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Sei 1 *. B atles f eros 
win 



Mole *1 For H 
Stroke 1 E 
Distanced? yds. 

Club: Driver 







PROJECT: PGA European Tour 

PUBLISHER: US Gold 

DEVELOPER: The Dome: Gavin 

Ha mood (Programming); Rob 

B alders tone (Graphics and MtlSic); 

Nick Court (Project Manager) 

INITIATED: May 1994 

RELEASE: October 1994 
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Oh, there's one. 
Hi.>ng on, he'* 



wa 

Is there some 

"t»nd of plot to 

take Over Amiga 

golf at the 

hand* of the 

Spanish, er, 

afoot 7 Um... just 

look At the rub 

of that 





Hole *i Per H 
Stroke 3 

DiStOf)C«:19ft, 

M in. q bow q cup 



Don't worry — the bloke taking the 
shot isn't i up posed to be Seve, he's 
just an advisor, And there are loads of , 

other 'great names' in there as well. 

sign, hut ours makes use of grass we 
already digitised, so our grass imme- 
diately fcooks much bettor than thpir 
grass. And our water is far better 
than their water — and, in fact, bet- 
ter than the PC version's water as 
well, " (Mice pun mate — Harry.). 
Sadly, the A500 version of PGA Euro 
won't feature any of these super- 
duper graphics: indeed, the A50Q 
game is an exact copy of the Mega 
Drive version — so the game will stilt 
remain the same. "We reckon the old 
PGA Tour only used 16 colours, 
whereas PGA Euro uses all 32- And 
the control method is more fluid, 
and far easier to play, it's 
fairly fast, still — 
although on the A 500 
there is a little bit of 
slow-down on the 
fly-hys." 

The addition of, 
in Nick's words, 
"sexy graphics" 
to a golf game 
has, in the past, 
slowed it dawn to 
ludicrous speed — 
taking links as an 
example. With PGA Euro, 
the best graphics are reserved 
for A1200-only, but even then, 
doesn't it become a little slow? 
"I don't think so," Nick says, confi- 
dently. "I mean, the game of golf is 
basically a lovely walk, interrupted 
by the occasional hacking of a bail, 
isn't it? I think the speed is okay — 
the new graphics really make it for 
me, and they don't take anything 
away. If we got the texture- map ping 
in there, and the speed deteriorated 
too much, we would take it out. 
After all. what people want more 
than anything is gameptay." £ 




A VilW killer is 4>n qMwi&al 

purthos* n thusa days 
where (tienc are hun*ndi nf 
Amiga viruses. Make sure 
your software collection « 
kwbw 1 1 lawn i-i'.jt ■ 

M.OU 



VlI'4-2. VIRUS KILLERSJ 



Cm>K6-3. KOMBAT 




jkiawu»»«iai«ti !m 



II you're in la beat em 
ups . here's a Ireal FigW 
aoains-1 numerous 

0£l5tini3r'i1$. irt this last 
action boat 'am up, 
features, enhanced sound 
on £ dnve Amigas. 
DmV £e\O0 




Who nse* Sonic or M«rio 
winiri youeanptey 

'SntWliC Sftmoi. like ihis 
on your Amiga l-asl 
smooth scrolling platform 
game. Excellent slutf. 
Only £5.00 



MSB5-I. MORTON STRIKKS BACK 




Mow lha Bimmafs here, 
it's time to do lhe garden, 
and this is a good reason 
nrri Id. because y n u ' 1 1 he 
too busy designing it. 
Only £3.00 



GRNM. 3D GARDEN DESIGNER 




The a an most powerful 
Amiga dish dupasaicr 
available. In fad tti« authors 
say rial rf you can't copy 
jutfril'iiriu. liiiiy'll give you 
your money back 
(nfluiJss a/* S nantware 
Spatial PniX C29. 95 

isxcpSmTxcqpy i'rq, 




Fitly stunning AfJiA »n«gti3 
in 256 colours A lot mMc*) 
will blow yOur mmti All i,jii 

u a siiaashow to •*» at 
■.■luwiiiy 

OnJyfJ5.L» 



GRLlJ-jiUiVTHIViBAItLSAGA 




The cornptele RSI demo 
makrar. featuring: 1om 
editor, vector editor, 
graphic templates, exlra 
musk; tonus ale, and it 
complaKp 1ulor!*i, 
Alt tot only £i£.O0 

KSMLS-5. RSI DEMO MAKER 

t i-h'.iii"! i i yini IMM.: !:■ 
i I ■ I r I ■ - 1 1 ;jiC:hiv£ A. 
deerunch any tile or disk. 
Include* QMS lhe Disk 
masher, Pcnfcerpacker. 
LHA elc 

CRM5-2. CRUNCHJdiMAJ 





SCA6-2. SCALA TEXTURED QCHIM 1IKUI GAME CHEATS 



A two disk collection oil 
various 5c;ila baefcojnound 
Dentures. Wood, pap#«, 
ate Gives, your Sella 
production ■■> «Kif» 
pr olan tona l iir-'iit' 
Onsyes.00 
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Make your Dwn hardware 
and same £££s. Sound 
samplers, memory 
expansions, H'-dgebcards 
ara all hare. Includes 
complete diagrams 
OrHy C$. pa 



H^-I. HARDWARE PROJECTS 




Forty top qualily 
compugmphK Fonts 1or 
use with WEK/3. 
Pagestream. Wnrdwerth, 
D Pa.an| 4 olt, elc, 



GRUE CHEATS 



Over 1D00 Top Amiga 
game cheats on fiva disks 
Includes al popular lillas 
like. Monkey Island, 
Project X elc, etc. 

Only £9.00 
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Dvnr 70. lop qualily lnugi"« 
charts an hve unaul aisXs. 

Subjects include: Vehicles, 
A-'irrals. Siai Trek and loads 
more miscellaneous objects. 

Onfyi:to.a> 



KM)l(^J\LA(;iTSTiOBJECTS2 






Hundreds ol general 
knowadge questions 
S.ih|rcln ircli^n" Spnrl, 
Films, Music. Science. 
Geography. Teat your 
nowtedge Aim tt">s eKcellem 



^Pj Trivia game 

Orfyf5.» 



Q[ Z5-2. QUIZ MASTER 
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I Four all lime classic board 
games. Scrabble, Cluedo,. 
Snakes and Ladders, and 
Monopoly. Great tun lot alt 

| the family. 

j^fbranrynaQO 

DARD GAMES 




Run PC software on your 
Amiga. Supports VGA on the 
A 1200 Of A4 mo woiKs with 
your Hard frsk, Floppy 
Drive. Serial. Parallel & 
mouse ports 

ttS.SJ 



PCT4Q.1.PCTASK 




A five disk set of over 70 
top quality Fonts for use 
wi|H Wordwonh 2 or 3. 
Simply instil fhffn and 

i'-m-v 1 1' r«ady lo im 
(Jnryfl 0.06 



A complele Word 
processing paciiaoe. 
Features alt standard 
options kke: cut pasle, lac. 
spall check etc. A very 
■«y lo us* p*ckage 
Only E3 00 

WORD PROCESSING 



FREE! ! ! 

FREE BOX OFTEN BLANK 

DISKS WITH EVERY ORDER 

OVER £25 

Don r loracl to ask lor inn 







RUSH RANDOM IH>1 STEREOGRAM 



C.msip yaur r.w rjEAfulmg Hnnlryn rtol ^ilArieograins vfliy 
aasy 1dum. Onfy£3.M 




Gal your llnanceg in order 
wiifi tins, excellent oaokaga. 

TiLKn n rtnsnr Innk nl ynur 

bank eooounts. lind out 
whare all your money goes 
every mormv 

cvwyfr.co 



FIN7-3. FINANCE 




a Mn ovsk its i at extra 

!i;i::Ki|rt:MfdS \viyiS i:r:. "in 

us* wlltv Magic 
Workbench. Requires 
KS2/3. 



OntyCSCO 

Cm EXTRAS 



UMfiJ i mac VfODKSBMX E3t* 






ti"l I I 



I The most professional 

v,,:-.:: Hard . :-omiiii:1 
solver available cf (he 

I Amiga. Includes a 
dictionary at over 5H.DOQ 
words, and you can add 

I your own. 

OnlytS.<X} 

I WORD FINDER PRO. 

Il yciu'iu new to '!■« Annua, 
Wen yoij may bs Having 

pr^bl(Mns hviih mssinq 
Libianason your workbench 
anal are nnnrind fc> run 
piMliCLiar aaltwuiB. DruMr r?iis 
now and solve r/iose 
pnjblpmi. 

BOO 

1 EFBM, ESSENTIAL FOR BEGINM RS 




Prinrity Order Form 

Namr 

Atklrtss 



Oirail-air WmUMm 



Amiga model „,. 
Credit Card No, 



Payment 



:T,p, 



All ckpart "TiBgas are etored as IFF so they can be used in any Amga PTP or 

paint package Packs ITK i?.(i 4 HWP.1i rnquire same knowledge ol LHA, 

which is aufiplad unit, Ituee hues. 

iKictiEtarl Si means, von requirB an ASOOf. A60>. AiiOO or any maqtino rmad 

wrh Kicksl.irl 2 c<Ll 

AQA means you ml require erther an A 1200 or A40O0 to use rhat panic Jar lillc- 



Aiimuiil <li' Packs 
hiaMaalyfrkii 


QTY 


i 


fWwr tijims 




■ £ 


Total goods value 


= £ 


PoMMB & PackilU 

FkncaJTi l»<l V* I'll piBmi LK 


^ip nihil n 
= £ 


Amount endowed 


= £ 


ALL TITLES ADVERTISED ARE KM STOCK 
BFAOTFOB DE5PJTCH 




A SBloctkm of tool* lor 
:Ji'i.|.,id:iiL| your AtZDfJ 
down 1o e BOD. Very easy 
to use, but atflremely 
effective way of running 
old games etc. 

Only £4.00 



lDEG41A12(rODEGRADERS 



, 



uruw n^fOtrj 



•WB^tia, 



A ucod saleclion nl fjamaa. 
:>:n'M!i music graphics and 
100*6 for US« only on 1ho 
AlZOOorA^OftJ A great 
way to nslantry build your 
AGA soh*are coleclion 
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AC A 15-1». AI2IHI SI I Fl 




Ovw a dPien obrecls fQr 
use in LightWave. 
Includes. Spacecrafi. 
Allans, Lasera, Jet 
Engines. Sky, Clouds etc. 

Onfy£3.0O 



I IAV03.FMGHTWAV K OBJECTS 




II yijj vial* babe a budang 
Ian Baal* or Floyd rrmn THE 
SOURMFT COOK ROOK is 
a 500S May 1o gel sfadad. 
over SO recipes included. 

Of\lyE3.00 



(1CB3-I. THE COOK BOOK 




DouMa Hi'.' !~;<i« I- 
avadabls on your hard 
disk, ll you have an 
OOmeg dnve this will give 
you over iSCImeg of 
ii^i.iatiio space, Run* 
silanHy m (he background 
Or\ty fs.dM 

i?m-l, DISK .D.QLI6JLER 



TYPING 
TUTOR 



^M 



I Learning; to 1ype can be a 
I drmcufl task, bul not when 
yiu, iinr,! eopyvfouf 
classic typing tutors. 

in lull, :~, II, ■«■.; 11 -is It; 

I help you learn lo lype 
Only £3.00 



TYP3-1. TYPING TUTORS 




Whether you wahl to lir* 
two Amiga: togerJher. or 2 
PCs or Amiga to PC, 1h«n 

tliiKF:.i<:k»!|R will Hjt yO'.. 
Eoty 10 inslatl. 

Dnry £8.00 



i ■OMH-3. N ETWORKING 




Greal naw ehiMran's pool 
game, colourful and easy 
to uae. 1 or £ players. 
Joystick conlnc'led 



KPG3-L KIDS POOL 



i haJL-i ItmM. I"- y*r.\ 
:ini|il> vfk< u j v-mitri iMfef -Ailh a. loJ C+ *t**£ii JTN 

ttijLirt -r niiplv nci ihe'stJ^i ;*■ rtw inkt->r*j nqyin. fill 

In V'.tf rUFK inJ -JKtT^. Tm«".i «- pwnicvfih ^j« ptp- jni 
S-nI r -JJWtf ■r'ih fi.il pjhiih.-rJ l:i F-^k MuLcing, Hfc-I >1 
VKhnaiHit Awinliii, Wtal^SNl tttl 

|'|! ■ Lv..lI > ..ill.-. 1..! -.irr., -ll-. til il ;..i. r .-i,!rr ■ 
.aiilr I ii|".- [i,-i -j- phim- in .1 lr* Ihjis pchiiuh In fH.L up 

Uwiiai >-Jtf- -I": -.r ^■ ITt l"if Hd^ jJiJ LI <*" I ■■.■>.h 

ink onieml. & j mm mum nl 1 * nil?'- iff > 

|Sn,t»anr £ P»ck.inu 
I'lr.ij- ..!il a lnlk> nl' *i.-i II:- si hi: <K<atl il 111 I Sr IK In 

IE - ,. ,-. .i.-t «nfcia Ada l I >mi f «. cd hi UK. Oman 

plrMAt jidll 1'K.iiu tf-ih p*.k i-xkrsC'Por Iti dut-iJclirciv 
ii>J D 1X1 Pfi CWOW Hlk *nk ml 

X\\ hClci .Ji-ifTiHiJ -huulJ WHl 1 ih u, f ,\nii|.-j Jiik^ 

unjed. AtiA ihui in 11 nit wvtrti «n A13WA-HKD. 

K'i'M.TKimtt ...I'nhTainFtinAWUj^YWIjnQ 

OniWrinB by ph— r 
To pJscr in ofricr iHrr !hr pKunf ■.impJi :b*I -I** !in"r 
Ih«m-* U III .V ! lilfwi Hi.fili-. to S^ur.J.,. mih uinr 

,.nl,l .jmI JrU - inJ liar- 1, I 



X-CAD 2000 

One of ttiQ must powerful Compiulef Aided 

Design packages available 0* tha Amiga. 

Ntjw at an utawiiBvaula price-. 

Ondar Code ■ XCD30-1 Only E23.9S 



CD 32 LINKUP 

Cfirinect yuur CDS? la yOLC Arlhirja 

fareasytrHnslernf ALL CD Romdieitfi 

Cunpfilate -rvitn leads i- CO Horn \xx£ soJtviare. 

■ CDL35-1 Orvly C34.95 + £ 1 00 PfiP 



Epic Marketing First Floor Offices, Victoria Centre, 138-1 39 Victoria Rd, Swindon, Wilts. SN1 3BU. Tel: 0793 490988 





Order hotline: 0793 490988 Fax: 514187 ■ 




M»qi tm vs d mom 

jafmeij sue tjesl ever 

avaxabte Superb AGA 
^ipf>c*. music and 
gamtptty majus mis an an 
ame -Hassie. 



MEGABALL AGA 



Out too ail !ima classic- 
jam** irtciuebtg: 
Btaakout, Pacman, Space- 
Invaders. Snakes, loads ol 
puzzle games and more. 
Only £10-00 



GG10-4. 101 GAMES 



Inside Engines is, a 
compilation of in deplh 
arwmalion sequences 
I showing you "he workings 
o* all (he mosl popular 
en^n* types. 

Only £9,00 

n ENrw9-5. INS IDE ENGIN ES 











H >eu'i* nto Imagine then 
ttis lanlnshc new Objects 
disk will amiL/a you. 
QtfKt) indud*; Daha 
Fighlar, Soul Hunlar, 
Tvnnid end Vorfan On* 
Space Craft, 

amy snoo 



JrYrK 



' TOTU. 0= TBI HSHE 



Hundreds of Ngh quatty 
professional apart rrages. 
Sheets include: Traneport. 
Peopis. Computers. Jimes 
and leads mora A much 
wider scop*. 

£WVfrjr» 



DGFX13-iaPRQCLIPART 




ChMr 100 all 1m classic 
Spectrum gimaG ready to 
use ryi the Spectrum 

*|T dialer. Inc. Jet Sat Willy, 
Bara* Dan, Artie Auk, 
Slar Trek. Wtdtum and 
loads more 

OnJyfJADO 



BLF-M. BABYLON 5 OBJECTS I ! SPG15-7. SPECCY GAMES 




A selection of superb giriy ; 
pictures to place in tie 
background of your 
Workbench 

Only £5.00 



WCBM WORKBENCH BACKDROPS 



■rate. H' 



Whether you run a Email 
business or jus! need 10 
go computerised Iben Ihts 
superb easy to use 

HMtgrttMl ptcfcig* i* wh*i 
you want, 

1700 

FC7*3. LITTLE OFFICE 





i!n>ux< >^ 



This, b me mosl impressive 
AfAA dernonsorarjon 
available. If you warn So 
impress someone, (hen Bus 
is what will dg it. Pflnlurc-s a 
hrl BJiirg soundtrack 
Only SH.OO 



BTS4.2. BIG TIME SENSUALITY 



"30 



A Hrtacfron of pnrHer QYiverB 
inducing, all popular prvue** 
suci as: He*«et1 Packard, 
Star, Hanascnic. Epson, 
IBM. OKI, Saikosha, 

PnslscnpE ale 

Only £3.00 

] DRV3-1. PRINTER DRIVERS 

j»:^e*y*B5ntJ-iy-iijH':»i>^iBr<iir'Wrnin , .tt':<rAiiiXj:tait 




Contains a selection of 
VMaW litlers. Video wipes 
& backdrops. Great for 
creating professional 
hom* mova** All you 

Only£t2.00 



VID12.6. VIDEO STUFF 




Li-go range or Taxturss tor 
use In Imagine. Render yom 
objects m a variety ol 
shades, colours and 
textures Compatible win all 

A.T'jaE 

Only £12.00 



ITX12.7. IMAGINE TEXTURES 




i A compilation ol very 
powerful dbsk copiers., 
make backups oi your 
Soll-wara collection wa:h 

Qr\ty£$.t» 



C 'PYS-2. DISK COPIERS 



n 



II yuuVa |u£l purchased 
your Amiga you may te a 
bit boggled how fa use II 
property Wef) this live disk 
set takes you step by step 
through every basic thing 
Ic know. 

ABGM. BEGINNER'S GUIDE 






A collection of Amiga card 
games Including: Poker. 
Cup*. Solitair* *ic Gnat 
tun for all the family 

On/y £16.60 



CRD10-4. CARD GAMES 





Over 200 Workbench 2 or 
3 utiirliea-'loolt. including): 
(em editors, virus killers, 
disk editors, sound S 
grapnic tools and loads 
mnr*. 

Only £3.00 



TTU3-L 203 UTILITIES 




Seventy bitmap touts tor use 
In almost any package 
induing Deluxe Pamr. Also 
fflrilurns a titonljuilic Innl 
odrlnr lor designing or 
oJilornKiig yoiir own lonlv, 

Onty£7.00 



FNT7-3. FONTS &ETtrmR 




T«tra) I* ttH) most addictive 

gam* in ih» wend. *nd 
lhafs a tacl This is a 
comptlauon ol frva of the 
beat. Best graphics, beet 
sound and bast playabafty. 

OhtyEOM 



Q Mil 



Kioitak* Ihe card ga/na 
Itfaiu'da uobai-frV£tHa 25fl 
ldIoui hi-it!& graphrjs Alio 
avail abifl ivy* am 'ntir him 
^lata rtiskr; inatXiring 4- nfirw 
card dosigns 



ai-4 rx'RA'rjura Siis mev-h 
KLD6-3. KLONDIKE A(i A 



TET9-5. TETRIS MAYHEM 




The computer game version 
Of tha i:lasn ,:: cadocin 

character 'Danger Motieev 
An addictive pladonner lor 
WfeOl uclulls. InOudat !h« 
DM iheme lune r**id Imos of 
semplea speech 

OrvyOOC 



PMG3-1 DANGER MOUSE 




Th* camplel* tyjl«m 
analyser. Test your drives, 
memory, keyboard, 
mouse, expansions, and all 
your custom chips etc 
QrtyfS.OO 



L ENK3-L ENGINEERS KIT 




Hundred* ol high quality 
IFF umptH, irekidJruj; 
drums, guitars, bass, 
i/ocals and beats. Pertaol 
tor Music X , Med or any 
tracker done. 

Only £7,00 



SAM7-5. IFF SAMPLES 




Thousands of usstui loots, 
rjamnn guTcr, nnd 
^'au'iics, IriauTia uajtcln. 
ana loatk more. 

amy ew.ss 



D CDPD IV COLLECTIONS 




1 FRED FISH CD 1-100Q 



The Fred Fish collection. 
Over 4000 uliimes -ncluded 
m this set, ranging Irom 
i^niflpriKOGsing ro 
spreadshntcs, graphics 
loots, music and hundreds ol 

Olhnr 1h«igs 

On\y£M.9fi 



LOCK 'N' LO^ 



.AHD7-2. HARD DISK INSTALLER 





Orjartiw your 1 
«nt*rtainifl*nt m*** wtlh 
th* Mt of e»talogua»g 
tools Video, CO and dis*s 
ara all catered lor. 

Only £5.00 



in CTGS-3. CATALOGERS 



LZ.CLF15-8. COLOUR FONTS 



I Hundreds cri pslour clip f^nls,, 
lor use in any Pant peckafle 
AH s»Ee* from ft up to +&. 8 
colours up (c 32 cctours, 
great for video work or lor 

| |usl making demoa. 

amy c)5.oo 



1 000 at Dme classic Amiga 
gamas. Puzzles, Adweniure* 
BFri, Sfloorem ups, 
Platforniars. Wonts on Hie 
GDtV, GD« oranyorrwr 
Amiga CD FtOM dnva . 
Only FiS SS 



I TrwuHndt of trcnwtci 

loola, including: paiches., 
Dir toola. muaic, grapnica 
AGA loots., workbench 
tools, n'll take you momhs 
to sift through this kx. 
Qnty£i9.&9 

CD ROM 



A ranoo qfdiparfloruiavMlh 
Pagesefter Dozens of 
subfeele Ficudnyj. People, 
Vehides. Arumals. 
Compilers, Soon etc. etc. 

£9.00 



MPC3-1 PACE SETTER ART 



1 4 *'*3™ 




Play Poker with schTi* of 
ihe rnosl levaly ladles m 
■H fho world. Includes superb 
graphics and digitised 
speech, 

Only £12.00 



ruVai iljCib 7>f.i 



1 DSP12-L DELUXE STRIP POKER 2 





This is the mosl 
impressive RAVE demo 
available on Ihe Amiga 
features an amazing 
sounrkrack & wicked 
visuals, don't miss this. 
Only £4.00 



SBL4-2. NINE FINGERS 




An all lima Classic 1 FaaburaS 

■trJuda: 7 skill levels, lull 
league tables, 3D loefcsll 
ground, managerial rstogs 
*i|ury proWems. promotion It 
■wlaaiilwn, 

Oder now onvy £3.00 



□ FBM3-L FOOTBALL MANAGER 



pr ? l 



Another great puzzle 
game lor adults. A pint at 
Ihe besl. a packet of 
peanuts and a good gnynt 
□4 Centrefold squares.. 
I "Whal a lUel' 

Only £10.00 



lUCFStO-l. CENTREFO LD SQUAREai 



*>< ov^iivini iuBj vetshi 



W'lBltiai you '« a ::oinr>«En 
begriner at chess or a 
champion. Ji CHESS has 
something for you. Superb 
graphics and speech make 
this a great software 11le 
<Wy«f» 



I1T4-1. CHESS & TUTOR ^ 




An aHam arJve day at the 
butchers, end thofs not 
Frar*; Butcher's Thisojame 
has mora Stood Hi' Outs in n 

than SjlaCy Doner Kebab. 
Graal Ivn. 

Only «.00 



D ZAT3-1 ZOMBIE 2 AGA 




KDSSTIiTH 



A collection of great fun 
rill n:;-,l :,ii,il |,,n,i:: lor 
chJdran aged 7 1 . Maihs 
spelling speed, ate. are ail 
included in this excellent 
compitalion. 



Only £9.00 

□ EDU9-4. EDUCATIONAL 




Slop other people Irom 
accessing your floppy or 
hard 4u)ks, by pulling a 
customised password on 
your disk. Also contains 
file encryption toob. 
Onh£i0.OO 



SW1D--4. PASSWORD | 



Epic Marketing, First Floor Offices, Victoria Centre, 1 38-1 39 Victoria Rd, Swindon, Wilts. SN1 3BU. Tel: 0793 490988 



Please send eheque/PO's (mode out to Premier Moil Oder), or advise Visa/Mastercard number and expiry date to: : 

-.0268 27 If 73 



•r^TWtTH'i-vit i<iii flaw- 



Telephone Orders: Mon-Fri 9am-7pm and Sat & Sun T0am-4pm We Are Open 364 Days a Year 
P&P and VAT is included for all UK orders. Please add £2 P&P for Europe and £3.50 for Rest of The Vi 



MOST TITLES ARE DESPATCHED SAME DAY, 



\i UP TO 28 DAYS Some Title* may - not be released tti Ihc time of going to Press E&OE 



..CD32 



A3 30 Airbus (USA) 

A3 » AirfaL4|E:U(!OFA; 
A3 20 Apil"aocli Trainer 

Arcade flop! 

Air Buckl 1.2 



AJura „. CD32 

ALADOeN ' „_J» I MM 

2E3 Chicken -A500/A I 2CCCD32 

Alien tntdl AI2CO 

Alivi Breed Special Edition „ 

ALKN HEED 2 TOWER ASSAULT .,...,..,..... ..CD32 

All Terra*! Rocer .,,,. 

All T»*rcm (dmt AlJOQ/CD-l* 

Amberrnoon 

Ambevshsf .,-„,...,.„ ..,..., 

Another Wirld 

Afsidyg ...I, if , ■■■■■■■ .,■■ 

^iatalrtjk* 

Arohon Kninf* A12Q0 

Arabian Knight! 0032 

Arcade Fool . ............. 

A/n»u>g«flden 2 

A Train .,„ ,. 

« 17 tying F**w*[l hWaJ , 

Banth*. " .77. ASOO/" A 1 200 

■ ANSHEE CCJ2 

Honboftan 

oatnechasj , .,. CDS! 

&otltahk.*93 , , 

batman Rftwrn .„„ „.,, 

Beosl Loral _ 

Ewutn CD32 

BENEATH A STKLWY.. „„.,„., „.. 

B*n*p*A&l»*l5ly CD32 

lidjSoo: 

Blastor . . , - —.. 

Body Bin"! 



...AlJOd 



body Uio^s/ljpnrlraq/Ovardnrti . 

Body *lc~s Gafoctk " Al 200 



AM6VcD37 
CD32 



fidsbaNSlsst 

EHsbbU & SouiHk 
BUMf hi ILMN ... 

6URNHME „„ „„„ 

CANNON FOOMS 

CANNON FOBDffi „ ,„„„„„jOM1 

Cnptnin Vd"W CD32 

Cartoon Collodion (Dizzy I , 

C(»s*r,'C<yior1 2 CD32 

Cdosa- Deliih* . , , 

CHAW0r(U»hUNA«t!.ErO Of SUKJff DAW1JIM. . . 

CHAnWtQNSriP MANA«F 74 SEASON DISK 

Championship Manager Italia 

CWAtsWWSWP MAFtASER TO ...... 

Chaos Engine „ AI200 

Chaos Engift* - CD32 

QnuiRoik 2 ,.„ r , ,CD32 

Oowt 

Oedmiw . 

CLUB FOOTBALL ^™„„„„„„„ . 

Cohort 2 _ 

Comb!* Air Palpal . ,. , ,„„ ,,„,,„ 

Combat daisies 2 

Cosmic Spaoehead . . ,„,, 

C'asli G^nmin 

Cruis* Far A Carpi* 

Curse cJ Enchanha 



Cybwipoc.* 

Cybercan3 v , ., 

L\jy Beginning of The End 

D DAT ■ OVHLOB).„„„ , „ 

Da™- qui Slreeis AiOOof A1100 

Darfcmere ,,„ 

Dnfrnir A50XVA1 200 

D*mamaji4£ , ,,„,„. «« l -» M uu 

DoIum Fosnt 4 AGA 

D**f> Car* CD32 

Dizzy CD Pack .. CD32 

DiuyS Endionfcd VWirld» CD32 

Dmnohf „ , , 

DnBMdBH _A 1 200/CDJ2 

D*F3«wn,„„„„ „ 

Durto 

Dow ? 

Durwoon nAadar2 ,.■■■■■ 

iHjbbbhH 



IE! 



,.A30O«CD32 



[y>u 

eiIm : 

EMHRE SOCCER '?4 

E-.le ASOO/CD32 

Exftaclon . .CD31 

Euiopftjr Cnampianihip Fadball CM2 

i*i*., „„„„ ocas 

Ey. of Ih, S^KiitW l« J, 

F29 



. CMS 



^-- 



AS0O/A1200 



.CD32 



Fl 7 CholUn«/Pf4J«j X 

Fl¥S*aHiFinhl.r 

Fl 1 ?A Ninhrficwt Sknllf 4ighl 

F*A SOCCER 
F i» Fare*,,,,,, 

F-«l Samurai „..,„„.,.„ 

Fkiih8«V 

Flighi Simulator J , „„ , 

Fligrd Sirr*. 2 Gr9at Brtaml Scirwry... 

Fligh< Sin* 2 Japan *e*iw\.. , 

Fligkl Sim. 2 Hawaiian Sawy ,., 

Fligln Sim 2 USA Nc 7 Wbihington 

Fligkl Sim 2 USA No 9 ChitTO 'S ei nHry .... 

rlipkr Sinn 2 USA No I I Dohnii Sconory 

Flight Sim 2 USA No 12 N*w IfcHj S«iwy .... 

Flighr Sim 2 SWoihjrn ELfupean Ibur 

Fight S 1 SssrKry OollKliod A 

Fliehh S 2 S«mBryCiJI«HiDn B „„. 

formula Ofl* Grand Prist 

G2 : 

Gwmia - 

Genmii „.„ CD32 



jn 3 

Graham Gooch Stcand Innn 
Cfahom Goocli ■ Tmf MaFch 



22 99 
!*.« 
12.9? 
.. I 2.M 
JS.yf 
.1*.W 

■ Iy.W 
.179? 
.1».W 
.10 9? 

l¥.« 

■ 17W 
.19.W 
.W.W 

19 9f 
.1!.» 

.17.** 
I9.W 

2 '« 

fi>9 

lv.« 
.12.°° 

aw 

.I7.W 

19 9* 
.li.W 
.19.99 
.17.99 
,16.99 
.17.99 
.17.99 
.20,99 
.19 99 

17 99 
.1999 
.1799 
.1299 
.19W 
.19W 

1999 
.22.99 
.19*9 
.19.99 

H<J9 
.17.9* 
.20.99 
.19.99 

12.99 

HS.99 
.22.99 
.12.99 
.T2.99 
.,,7,99 
.16.99 
.12,99 
.1/79 
.1999 
.1*99 
.17.99 
.10.99 
.16-99 
.19.99 

9 W 
.19.** 
.17.99 

V9>> 
.12.99 
.22.99 
.22.99 

tow 

.22.99 
.22.99 
.17.99 
20.99 
22.99 
.17.99 
0i99 
.19.99 
.16.99 
. 1 2.99 
.22 99 
.219? 
.22.99 
.1*99 
.20 99 
,22 99 
.19.99 
.19.99 
.19.99 
.19.99 
.24 99 

¥ sw 
.22.99 

y*9 
.12.99 
KT 99 
.17.99 
I! 99 
22.99 
22.99 
.19.99 
19.99 
.3 99 
26.99 
22.79 
26.99 
13 79 
13 79 
13.99 
1399 
13.9* 
1399 
ViW 
24.99 
24*9 
22.9* 
17.99 

■ y 09 

17.99 

24.99 

10 99 

22.99 

11 99 
19.99 



Graham GtKtF, WiHd CIdbi CricLrt , . .19 99 

Graham lajfen k»:«r ChalUngt fi.*9 

Grutom* ,,.„ 14,99 

Guardian CD32. 19.99 

GJp £533 .19.99 

BUHSMr 1 3000 ,.,. .„ „,.„„„ H „-.JC0a2 , 1 9.99 

Gbnihip 2000 |1 hVioJ , , AHH/A 1 200 .22.99 

Hnnno Borbefia Anirnrjnrjn 29.99 

Hannibal 19 99 

Harpoon 1.21 12 99 

Htimdoll 2 , A5OO/AI2O0/CD32 22.99 

Hnraau«u2-bigacyOf Saraiil I 7 99 

Hill Sh««* EJu»i _ fl.99 

HirrdGun* : 10.99 

Hillary Lin> I *UU 1J.99 

ln»«»iU Miiieo 2025 ASJQ/A1 2O0/CD32 .19.99 

Indiana Jon» - lint Crufaalt 14.99 

lndyJflrw*-Aj(ontiiAoV (I Mta\ 24.99 

Indiana icon Fata of AllanJii Adion ft 99 

InrtKtnl Until Couflki 1&99 

nnirna CD32.1999 

■mRNWHHU. MANAGH ■ W0U> CUT fOOTON- _ , 1 7.99 

vilwnalianal Opwi Gol CB32 .19.99 

iihjrncrliDnal Opon Golf Cfianipian Jiip ,. . 1 7.9* 

lnr»#r,o(inn<jl S*mibU 5«{*f C032 . 1 4.99 

hJtar J ....A12C0 .24.9* 

I*iiar3 22.9* 

Jbcli Th. tif^r ,„ 27.99 

Jaunt PrwdS , A120O/CD32 .17.99 

>aguarXJ220.., B.99 

UK Slfiko .CD32 .17.99 

Jimnnu W^1ih| , ^ Snaolur . .... 12.99 

John Damns European Football „. \< 99 

JUNGiEBOOK Jkl200. 19.99 

Jurassic Fori ,., AI200 18 99 

K243 UteiWiJINjfiAfiAl AJOO/CICQ... _ 19.99 

Kwft arMarampn 1-fJ 99 

KICK Of F 3 ..„„ CC32 t*.« 

KICK QfF J„„ „.,..„ n.V> 

KifCboo* A I 2O0/CD32 . 1 *99 

KidCho^ .,. 17 99 

Kino/naUr , , , .,. 22 99 

Kinosrablo 1*9* 

KINGPIN AHO/A120D...a.99 

KING PIN _ „ COM ,12-99 

Kino* Qotif 1 12*9 

■firws. Ch_«st 2 or 3 „.,„, „„, 1099 

Kiiw» Oub.I 6 _ JkKXVAl 2» .25*9 

KNfcHTS 0( T* sur || MEC,,,. . , 1 0.99 

La»r Squad 6.** 

tagtndW Valour 24.99 

Loiiurn Sni Larry 1 far 2 ,,„„.„ 12.99 

Leiiurfl 5u<l Lonr>3 13.99 

LEMMANO) 1 ,„„ .,...OM2 ,19.99 

UhKo- THE OIAUEHGE Of GOLF _ 12 .» 

L»nlnBri CD32 .14.99 

LnilCHvil .CD32 .19.99 

Lards, c*F^pwi* ., 22.99 

LarrJsof Th« Rnalmi 22.99 

LOST EDEN CD32 .12.99 

Lail Vikings . CD32 I 9 99 

Lohjs Tu*a Trilogy CD32 22.99 

lurflnf ThtTwnplnil* 12.99 

MofliciDn-s Caiil* .,.,. „ „ , 1 9 99 

rAl*lib'Ur4drViBlHJajBCrijnpar» J*SXlt\L(& R'-V 

MarJnuntar T^taw lDnV;... 12 99 

Mas* Am, AJ0O/A6O0/AI 20D .17.99 

Mastaf Ax> .,.,., ,CD32 19 99 

MavisBeacon 2 19.99 

MKWiairt of Doom 19.99 

Micransni CP32 29 99 

Micro M«k*« 1 7.99 

MigkiyMa* >W / Al 200/COiM . 1 7 99 

Mtuiuioly lfl» 

WiortJ Kombat , 2099 

Nick FaUo'i Oof..... OD32 .22.99 

Nignl Manwll Wtidd Chmmp A50O/CD32 19 79 

No Second Priin AKH5/CDJ3 ,li.*9 

ON THE FJAL1 ■ WORID CUP EDITION _~...... 1 9.99 

ON THE BAH - WORLD CUP EDITION Al 200 .12.99 

ON THE BALL LEAG4JE EDITION I9.» 

ON THE BALL - LEAGUI EDITION A12O0 .22.99 

Opercilior- S*Dt» 1 1.99 

rW>*fcon . 19 99 

PGA "bur Gojf 12.99 

PlNBALL DREAMS * FANTASIES 22.99 

Pinbal FonltisMS. AI2O0 I 9 99 

PlubgB ronNM*F , .CD32. 24.99 

hnbolMoaic ,.„ 6.99 

Pinkie ASOO or A 1 200 . 1 7.99 

Piramn GoU .„...„ CD32. 19.99 

Pianos Football A I 2W/CD32 .22 97 

PolkeQooIr I of 2«3 12.99 

Popubus 2 -.-,-,„„. 12 99 

Po»*trn9rt6rrfi Dcrta DiJk 12.99 

Premiere .CD32.12 99 

flrjMn MANAGS 3 u«^HHHMHHhH.nnn n . -■ 1 2-99 

Print* Of rVlia 4.99 

Prosed)! 1099 

PwUd *ff 1 7 Change CD32 . 1 7.** 

rVokmniil^r^Jirnm^XarmorigftfltGartl S.oo 

Q-ak/AJiin Brrsodl CC32 . 1 7.** 

Que* For Glory 1 ., . . 12 99 

CA«st For Glory 2 13.99 

Rnillteod Tycoon B.99 

Reach for fho Skiei , 22 99 

R«w*i, A500/AoQ0 J *A1200 22.99 

Ring* Of wUtkisa Gcid 19 99 

EISEOf WE ROBOTS.„„„.. „„ JL500 .2J.99 

RISE Of THE ROBOTS „ AI200 .27.99 

Rise Of The Robaq , CD32 22,99 

Rafairlsfrt'sFlequinl 22.9? 

Rookie* „„ 17.7? 

Rugby brogue Cooch 19.99 

Nj&s & Eng(jfj«m*(it I 22.99 

RiiffN' TumHT 17 99 

»>*lVQip CDJ2.20 99 

RyJrsr Cup AlsWASOO .17.99 

Sabrt f»i»n lenhantod] A120O/CIJ12 .20 99 

Second Samurai A5MJ/A1 7WVCD32 1999 

SEC AFT 0* MOWEY ISUND (I MEG] 12.9* 

Secret of Monkey Island 2 , .24 99 

Sensible SoMer CDOI .19.** 

Sensible Scorer lm»mane™jl CG32 14 99 
Sftniibkj WhVI Of Sooser 19 9* 

5ENS*LE SOCCER N^RNATIOnAL EDlIlON .1 3.99 



- - 



SETTLERS.... 

Shadow Lands. „ . 
Sifqu SOCCER.. 
Si*Vit S»miw 2 . 

SIM CITY 2000 ^.,.,..„„„„„„„„„^ 

SIM CITY CLAS5K „. JUUUU „„ .,.,. 

Sim City Deluxe -..,„...,.....,., 

Sim City Lesnrningt 

Sim City Populous, ,.,.,.,., - 

Sim Lib Ai0O/CD32 

Simon Ihe Sarceror .. ,„„„ ASOO/CES32 

Simon The Softens* A1200 

Simon The Sofojror,. £032 

Skeleton Krew ' Al 200/0)32 

Skidmark* 

Skidmarks. .,.,.,.,... , CL>32 

Soccer Kid *. CD32 

Soccer learn. Manaaer „. 

Soup Tr*k [Trie Search For Skidk|... v , 

SpaceQuast 1 „. 

SfjateQuosI 2 , 

Space Qii*sl 3 .,,„ 

Space Mulk r............ .., 

5WCE LEGENDS ^_„ 

Speodboll 2 „.„„ , 

STAR LOU ... _ 4 .„™„„„„„„„„„„„ 

Star Trek , ,. Al 2CO 

5»*rt Figfirer 2 

Stnker ,„ 

Shntif D032 

•SU.fl 

Sup^frog , r „. .C£&i 

Super bimuoMar«>sif 

Super Loop 2 A1200 

Sup* 1 Loop .CD35 

Super Stardust, A120Q/CD32 

Supremrsty 

SuH Ninpt ., .., , ,. CD32 

Syndicate 

Ta^cal Mgsrog*r- English Or Scorfith Of Irolkut 

Tesl Match Cricket 

■Ml 



TEAM 17 COLLECTION VOL 1..,.. 

T.F.K A 1 200 

Th* Blj* 3. Tht Grey 

THE GREATEST .„„„,.„„„„„„„„ „...,„.... 

Tl-e i f nasi Hour 

THEME PARK , „„.,„ ..A1H» CC ASOO 

TOM LAMD«Y STRATEGY DELJMjW&'AdTBi'AI 300. 

Tornado A5O0/CD32 

TopGsser2 A1200 

Tflinado A120O 

lower Assault A5W/A1 2CO 

Tf£io3n2 

Trapi N Treaiusvi, ,.. 

Trdi. sU00arA12t» 

Trivial PjriuitOnlLMMs .C032 

Trolls ..OJ3S 

ejrbo Ttaji. , 

Turrican 3 , ,A500/O>32 

UF.O A1300 

UFQ. .CD32 

U94 

ULT1MAH BO&Y WOWS CD32 . 

ULTlfVLAlT PINBAU OUEST 

Ul*Ccn*rrsd 

UHVEBtt ,„,. „ _... ,Afl»yCC32 . 

Uh»n 2 AiDD/-CD32 

n» lon)olin|iiiiry , 

Vrtal lipM A$CO/AiCO/A 1 200 

WUos 

WlMelEY INrt "NATIONAL SOCCER CBJ2 , 

WEMfiliY INHIUNATIONAL SOCCER AllOQ . 

WemhW Bgdm Lsjaqut A500* Al 200 . 

Wild Cup SsW ....".,... A50G/AI 700 

Wild Cw 5o;t»f CD32 . 

Winhsr Gold 

W0B1D CUP USA 1994 

WORLD CUP TEAR '94 

Zm Wdf 

Zooi CDG2. 

2ool2 COM. 



COMPILATIONS 



.19 9? 
6 9? 
.16.99 
.12.99 
,21,99 
,17.99 
1999 

U v-v- 

1799 

.22.99 
22 9* 
2V Be 

.24.99 
22.99 
.17.99 
.17.99 
19.99 

10 99 
.19.99 
12.99 
ID.79 
.14.99 
22 79 
.19.99 

3 79 
.32.99 
22 99 
.12 79 

699 
.19.9* 
.19.99 
.12,99 
.22.** 
.17.99 
.19.99 
.19.99 
.10.99 
.19.99 
22.99 
.19.99 
16,99 
.16.99 
.19,99 
26 79 
.72.99 
,21,99 
12 77 
.22.99 
19.99 
22 9? 
17 9? 
26,9* 
13.99 
32 99 
17.99 
.7.99 
19.99 
1799 
17.99 
17.99 
22.99 
19.99 
22 99 
■ 9/J9 
19,99 
17.99 
22,99 
19 99 
19.99 
19 79 
..9.99 
19.99 
17.P9 
1799 
17 99 
1999 
1299 
17.9* 
17,9* 
199* 
19.99 
1799 



WORLD CLff YEAR 93/94 

Seriiib^e Sotussi. 

Ctamatwshp . Manager '?3, 

SlrilcBr". Gool 

£IP,W 



ICldDi o* pawn 

5Jwl t ei e e i, Aideenm. 

Bnis™J Tpso.1. FVW 

rj»_ul 

H],«e 



C *HrOOH COLLECfKX 
fXCTY 

Qizty )sssra. C/s Eksotiam 

*rtKn. Sstgrflp- Meo>c. SoA* In 

Transom*, fyrfmiyui In 

hSSlbvfidd 

EleiH 



van ttUECtr&i 

Fnsi Food. K*U i«crs, 

'onHSp 1 Wwie friZf, Treodur* 

k Djiy. r/i^irliuvi HiTry 

Cli-.W 



HOT'S [XeULtMT 

JUSWINTUSES 

Oiuy fonk. 

IwbtjW Piuy. HUj-Pr"!* cf 

^tcrk Folk. Spefbeund 

Quay ,K*ik Spot 

BlevJff 



AWARD WINNERS 2 

.MMfcllHM IhIHIBI, J {till, ||-»TV|S 

Whitos.Elitel 
£19.9* 



TEAM 17 VOL 1 

bttif Bkn^ Superlr^tj, 



Wing Commood*'. Ele 

MeoQ. troft si*r I 

CI 9.99 



HJMAAT CLASStii -i 

Fl?Sksal»»«f,bti. 

: : ,Ih.,i $emot i, 

Pocilse lubndi 

tiyw 



IXCfUIHl GJWfi 

AJCHFBHAQEANfSPOOL 
JAWS POM) i. 

smma ; pofijioijs a 

£31.99 



THE GHEATEST 

Jimmy White's Snocier, 

Lure of Tht tamptress. Ckjr* 

tii jh 



SPECIAL OFFERS 



Ali^n Brssad 2 1 2,99 

Arabian Kmghhi A500/CD32 9.W 

Body Blows .,„ 1 2,99 

Bs'utal FotmSdl ...„, , 1 0,99 

Civiliwiion A1200.......I7.M 

Champsarnhip Manage* '93, „ 1 7,99 

Chaot Engin* _ ., 9.99 

Cod Worfd JJ11LU HJ>llm ,a.W 

Ditry Panic , , 6.99 

Jack Nicklaui •JnlimihKs gort 1 2.99 

Jack Nicklaui Cauri* Deiigner! Clip art Vial I ....7.99 

John BonuH .,„ .CD32 9. 99 

Lemmings, 2 trie Tn be l 12.99 

UhuiTnTogy 12.99 

Nick FafflVf Golf 12.99 

N Monull World Champ Al 200 12.99 

Pnjmksr Manaasr 2 .„„. rKH „„ r „ r 7,99 

Sabn> IVjom „ 6.99 

S€niibl< Soctnr 92/93 12.99 

Shetlow Worlds ►„.,...„ „,... r 9.99 

5omsw KidAJW/Al 200 _ 9.99 

Sup*r 7»iTii ....1 2.99 

Thundssrihrklr.*. i—m— ,,.,,.5,99 

Ulopiq + N«* Wasldl 12.99 

Wina " 

Zoal 

Zrsoll 



„ «,99 

AM0/A12M. 10.99 



EDUCATIONAL 



ADI English lAJl Aosss^l 17,99 

AOI French LAll Agcsl .....17,99 

AtN Molti, lAll Agetl , 17.99 

AOI GC5E Mafhi-ErNfjIiih or Frentli 22.99 

B«rttr Sp*llM»g |8- 10) „ _ 13.99 

B*rt»t Mothi (12 I4J ,...,.13,99 

Cay»f*ii<j 18-12) , ...10,99 

Traciiort Gaalsiii (8-131 .,.,,. 10.99 

Esjn Schwl 2 <L»} or(6-8, ot 16+1 J.99 

EunSchKwl 4 (USJiis- |5-7| or ,7-11}...... 16.99 

Fun Saiuol Fttnl + Cih* low i+| 1 7.99 

Fun StiSaJSpj*™ Far (7-131 17.99 

Junior Typiit (S-T0I 10.99 

Wagk Win yl-S] 13,99 

Mrullis Draoom |6-I3|i , ,„,„„ .„.„ 10.99 

Maths Wrortio {B-121 , 13,99 

MeHIn Math, (7-1 I] 17.99 

MKkoy i r23's [2-Sf 13.99 

Micksy i ABC's 12- SI 13.99 

Nrjcldy'l Big AflWrure „ ,..,16,99 

Noddy' sPUyLme |J+| .,..„ ,16,99 

Hctumj FinsctwsnF |7-10t 10.99 

Hm/Knool 13-81 „ 9.99 

Aeotonirig with Trolls |5- 1 2) 1 0,99 

Titjy Thsj, rtouH (6-10),.,,. ,.„ 9.99 



JUNIOR ADVENTURE 



Robin HoodiB + | ,.,.„, <3,99 

Scnoooe •> Christmqsi Cwol) |6+] 13.99 

Trte Thn» Bean 15-101 13.99 

T rso nwi The lank Engine.........,,..,,.,, 6,99 

Wtnil in Tin- Willow * M , 13.99 

Wiiord Of Oi 1 3.99 

10 Capacity 3. S" Disk Bo* 1.99 

40 Capacity- 3.3" Disk Bast 4.99 

50 Capacity 3.4" Disk Box 5-99 

SO Capacity 3.4" Disk Box .-., , .4.99 

100 Capacity 3.5" Disk Be* „., 7.99 

Ana log Joystick Adaprhor , J, 99 

CJieelani 125* , .,..7,99 

Cheetah big „ 1 1 ,99 

Competition fVo Eilro ,.,„ .„., 14.99 

FreewheeJ Steering Whw 24.99 

Gravli Advontixl Switch Joyitidk ...22.99 

Mm* , ,.,..,, ™, 1 0.99 

Mtwwtrtat ,., ,.„ ,..,..,..,..„ 1 .99 

Cnwii Gamf Pad..„ ..-....„ ,.„.„..,. 14.99 

Quickiov Jelf ioiUef , ....„.„., .. 1 1 .99 

Ouick oy r^ttoli 17.99 

Ouickiay TopHor .„ 17.99 

Qtsick|oy Tiirbo 1 0.99 

Svncotn Slik Slick ..-™„„.„„ S.99 

Shwbri tec 2 ,.~.„. u ..,..^ 7.99 

Wico 'q* Slick.. .....4.99 



JOYSTICK & ACCESSORIES 



3.5'BLANK DISKS 



10 
20 
30 
40 
SO 
100 



TDK 

VIRBATIrn 
R0XEQ 

7.99 

14.10 
21.99 
3o.49 
JS00 



PBEOilON UNBHJiN- RECYCLED 
BOXED DED LD0>( 

LOOSE 



6.49 
11.99 
17,49 
24,99 

2 6.00 



3.99 
10.99 
15.99 
20 49 
33,99 



4.50 

8.50 

12.00 

15.00 

17.50 



45,00 49.99 44. 99 a>,gg 
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EVI EWS INTRO 





VM 




Dull frog 
Ice 

MicroPros e 
Impressions 

Software Business 

Grand SI am 

Audiogenic 

Gremlin 

CoSoft 

Gremlin 

Rasputin 

Psygnosis 

Ocean 

Ocean 

Psygnosis 






44 THEME PARK {A1200} 

48 GULP 

50 STARLORD 

5 2 DETROIT 

54 CLUB FOOTBALL 

56 REUNION 

58 WC. CRICKET 

60 TOP GEAR 2 

62 STANDARD DEVIATION 

64 LITIL DIVIL (CD 32) 

69 JET5TRIKE (CD 32} 

70 LEMMINGS (CD 32} 
70 RYDER CUP (CD 32} 
70 OUT TO LUNCH (CD 32) 
70 BRIAN THE LION (CD 32) 

HOW DO WE DO IT? 

At The One we believe that a picture speaks a thousand words. Each review begins with a 
short introduction, telling you what sort of game you're reading about and outlining the 
plot, Then we follow that up with illustrations, maps and diagrams accompanied by 
informative captions that demonstrate every aspect of the game pi ay. Finally there's the 
Verdict where we explain the game's good' and bad points in detail, so that you can work 
out whether the game's for you or not. Though a review is written by one person, the whole 
team plays every game reviewed and the Verdict and scores are based on everyone's input. 
Based on years of research this is, quite simply, the best game reviewing system devised by 
man. Proba bly. 

( THE VERDICT PANEL EXPLAINED) 




This pfccy shows you clearly which 

Amiga - A50Q/600. A12Q0 or CD32 - 

the game Is being reviewed An. 



This panel indicates who is pub- 
lishing and who created the game, 
along with essential info such as 
how much the game casts, when 
it'll be released, the control sys- 
tem(s) used, how much memory 
your Amiga needs to run it r how 
may disks it comes on (and there- 
fore how much swapping you can 
anticipate) and even whether you 

C«n install it onto your hard drive. 



This percentage indicates not only 
how well-drawn or animated the 
graphics are, but also how well 
they complement the game. Some 
games look great in static form 
but may be slow and jerky 'In the 
flesh' which will be indicated by a 
iDwer-than-eicpected Graphics 
score. 



As with Graphics, the Sound score 
isn't based purely on the quality 
of the furies and sound effects, 
but also on how well they 
enhance the game. For instance, 
an all-guns-blazing shoot- em- up 
with a silly bouncy jingle wouldn't 
do well here. 




Payability, which we hope will 
soon be incorporated into the 
Oxford English Dictionary as a 
'real' word (write to your MP!], 
indicates how easy the game is to 
get into and how much fun it is to 
play. Things like poor control or 
cluttered screens will take this 
score down, 



Another 'new' word, Lastability 
ndicates whether you're likely to 
finish the game in a day or a year, 
and also whether the game is one 
you're likely to keep returning to 
time and time again, it's a father 
mportant mark, especially with 
games being so expensive. 



The Overall store is the definitive 
guide as to whether a game is 
good or bad. It takes into account 
many factors other than the four 
main ones listed above, which is 
why it's not simply an average of 
those scores. Anything scoring 
B5°n or above is considered an 
essential purchase. 



The Amiga family is even bigger 
than ever now, with people able 
to buy A50O,SOOs, At 200s and 
CD32s. Here's where we'll tell you 
about how the game runs on the 
machines not covered in the main 
Verdict panel, as well as whether 
any enhanced or cut-down 
versions of the game are planned. 



SIMON BYRON 

Simon's been off filming for 
GamesMaster this month. When 
we asked him whether he had 
anything important to say to his 
beloved readers all he said was 
some drivelling nonsense like 
"Channel 4, 6.30pm on Septem- 
ber 20th and 27th: October 18th 
and 25th; November 1st, 8th, 

22nd and 29th; and January 3rd 1595. Be there. Or 

watch something else," Bonkers eh? 

ANDY NUTTALL 

Andy wasn't asked to do Games- 
Master. But he has, he informs 
us, been on it before. "It was bet- 
ter than I expected," he offers. 
"Steve Merritt [Edit/or of Mean 
Machines] and Julian RignaJI 
Ihippy] were there and when it 
was shown I actually thought 
that I came out quite well — cer- 
tainly better than Julian Rignal, Who is a git." The 
opinions of Andy are not necessarily, etc, etc. 

MATT BR OUGHT ON 
Up until recently. Matt would 
have been too hairy to appear on 
telly but — shock, horror, etc. — 
he's finally got round to ridding 
his face of the embarrassing 
growth. "It was a painful expe- 
rience," he groans. "Most people 
reckon I look like a nine-year- 
old." Hmm... the rest of us 
believe he's being a bit optimistic — as you can see 
from our artist's (well, Simon's) impression. 

HARRY ATTRILL 
, Harry's been on holiday for most 
of this issue, which has proved 
a major headache for the rest of 
the team. Handling the produc- 
tion wasn't problem — ■ it was 
keeping the office banter the 
same in his absence. Simon had 
trouble reminiscing about the 
'40's, Andy couldn't be twice as 
pedantic as ho already is and Matt had difficulty 
quoting every line from Shakespeare's boring plays. 

JO WIN SLOW 
Jo's doing a spot of modelling 



IQLCI U1I 1.1 II J- iiiuiilii. jauijr r II 

doesn't involve underwear or 
'loving the camera' — it's far 
worse! You see, our fresh-face 
Art Editor is going to parade 
around in wedding dresses, 
showing potential brides how 
stupid they'll look in those awful 
blue/white tights they always wear. There'll be pic- 
tures next month, with any luck. > 



REVIEW 




Roll up, roll up, Andy NuttaN's got his crazy clown outfit on f complete with comedy shoes 
and funny nose. Why? Because he's a git. But in order to disguise his embarrassing traits 
we gave him Bullfrog's latest to look at. 



I was 18-years-old before 1 first 
went on a roller coaster. I had 
been to a few theme parks before 

— usually with my parents who 
didn't really like the big, scary rides 

— but finally I went with a lew of my 
mates to Alton Towers, 

Ttiey dragged me along presum- 
ably so they could laugh at me as I 
threw up on the merry-go-rounds 
and see-saws. For the whole morn- 
ing, the only grown-up ride I would 
go on was the Uog Flume but, even- 
tually, they persuaded me onto the 
Corkscrew by telling me it was pretty 
tame. Surprisingly, 1 quite enjoyed 
that. But then they drew me towards 
the piece de resistance — a lovely lit- 
tle ride called the Black Hole. 

Now the actual ride, as it turned 
out, was really good, but the downer 
came as I was waiting in the queue. A 
bunch of kids came off the ride look- 
ing distinctly peaky, and one of them 
threw-up on my shoes. After shout- 
ing some abuse in his direction as he 
staggered away {without apologis- 
ing, I might add), I went and cleaned 
it off in the toilets. When I came back 
my friends were already on the ride, 
so I had to queue again and go on 
my own. 

However you look at 
Bullfrog's previous 
games, there has 
been some ele- 
ment of unpleas- 
antness in each of 
them. Power- 
monger was 
t about waging 
war on neigh- 
bouring vil- 



li i 



lages; in Populous you could throw 
fireballs, plagues and hurricanes at 
the, er, populous of your planet; 
while in Syndicate... well, enough 
said, I think. In contrast, the most 
unsavoury Theme Park get* is when 
some kid barfs on the pavement (or, 
on wimp poor sap's shoes, which is 
pretty unpleasant when you're the 
poor T,ap} after eating too many 
dodgy burgers. 

The engine rumbling away behind 
Theme Park's bleachers is a compli- 
cated economic simulator. In the full 
simulation side of the game, 
you control every possible 
aspect of running the 
park — from buy- 
ing and selling 
land, building 
stalls and rides 
to give added 
attrac 
ordering 
cream, crisps 
and burgers 
for the refresh- 
ment stalls, 
fighting off share 
dealers interested 
in a piece of your 
action... the list goes on 
and on. And —just to reitera 
— you're in control of it all. 

Don't be put off if your maths isn't 
so hot. though, because Theme Park 
leads you in by the hand, and teach- 
es you the basics of economics as you 
go along, Sooner or later your gut 
feelings for buying a particular ride or 
charging a particular price for a can 
of Bullfrog Cola will pay off, and 
you'll begin to make money for your- 
self. And although it's not real 
money, after you've played it for a 
few hours it'll certainly seem real, 

believe me. 
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(Above) The Bullfrog ethos of learning from your previ- 
ous games continues to pay off, because there are a 
couple of Syndicate-style elements in it too — «ot least 
the idea of moving around the world, conquering the 
theme park market in each country as you ga. Sadly, 
the game doesn't allow you to go as far as roaming 
around the parks with giant guns and blowing away 
innocent people. There are lots of rival theme park 
owners (syndicates, if you will) who are also building 
up their empires, and it soon becomes a game of strate- 
gy as you auction your parks to earn enough money to 
move into a more lucrative area, like California or Japan. 
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VlfT SHOP 



Just about anything in the park can be analysed using the Information 
Screen. A quick click onto the large question mark in the control panel, and 
then a click on the item or person you want to analyse will bring up a page 
lilce this. This way you can find out If people are unhappy, if the rides are 
doing well, or even if your so-called entertainers are shirking their responsi- 
bilities and having crafty fags behind the toushps. 
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REVIEW 
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(Below) As with most businesses (especially the ran services) your staff can 

Occasionally become disgruntled and demand more money. If this happens, 

| the Negotiations Screen appears, which has you and some union bloke sitting 
across d table with coffee and biscuits. Each of you extends a hand, and you 
jockey your mouse to reach the union rep's palm — but not too quickly or 
you'll give them too much. If you don't reach an agreement before the bic- 
eies run out, they'll strike. 
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[Above) The Park Status screen is th# main way of keeping up with the 
requirements of the little people. At the back row here you can see the per- 
centage of happy (light blue)', undecided (orange) and unhappy (dark blue) 

customers, and then in the next row the innermost thoughts of the visitors- 
Each bubble has a meaning, as described on the bottom of the Screen — but 

the peeps have a much greater thought repertoire than this. They'll say if 
they're unhappy, they'll say if they're lost, and they'll even tali you. 
indignantly, that they think you're making too much profit! 

■■■ L-U ■■ ■ " ! » I ' -™* 



-1 JUL 



?.v 



•5? 



k V 



C: 



SI 



j ■ • 



(Below) In a feature which Bullfrog hat 
continued from Syndicate, the long- 
term aim in Theme Park is to conquer 
this world map. You do this by build- 
ing up a park in each of the marked 
cities. If you choose, there can also be 
several other park builders buying up 
the sites, and since there can only be 
one park in each location you'll have to 
make enough money to buy them out 
— or build a successful theme park, and 
auction it for a healthy profit. 
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The park advisor appears from time to time throughout the game, giving you hints and clues about improving 
your park or making more profit. It a ride, stall or shop is losing money, he'll be the first to notice. Should a visi- 
tor (or one of the little people, as Bullfrog puts it) be unhappy, he'll have a little word with the Advisor on the 
way out. and you'd better put it right pretty damn quick. 
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REVIEW 






ROLLER COASTER 

One of the most expensive — and 
dangerous — attractions, The 
Coaster can be a* long as you like, 
as fast as you (ike — and have all 
the thrills and spills of a corkscrew 
and loop-the-loop! 



LITTU PERSON 

The Little People tell you their feel 
in g.5 by means of a thought bub- 
ble. This little guy is would quite 
like a Bullfrog Cola 'in him'. 



SMALLER RIDES 

Parasol Chairs. Aeroplanes, the 
Pirate Boat — the smaller fides are 
mostly cheap 'n' cheerful, but they 
draw in the crowds, 



WORK IN PROGRESS 

Occasionally rides explode if you 
don't look after them — so you lit- 
tle mechanic gets his, er. tools out 
and fixes them. For a fee, naturally. 
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RUBBER TURING 
Rubber water tubing 
provides a great attraction far 
loads of people at once — and 
it doesn't take up much space. 
You can even use it to transport 
people from one place to another. 



RACE TRACK 

Racing cars are normally a pretty 
damn popular attraction. Unless, 
of course, you're stupid enough to 
put them next to the roller coaster 
— in which case they're nearly 

always empty. 



TREES AND STUFF 
Bits scenery like trees, fences, 
fountains and lakes are frivolous, 
but they do you no end of good ir 
the 'cheering people up' stakes. 
You could even win an award! 





POWER CRAZY 

We all knew, all along, that Theme Park would be a large game: but now 
it's here it might be worth just re-iterating the scale of the thing. 

This version of the game is AGA-only, which means you'll need an 
A1200 or A4000 to run it, but with the standard 2Mb of RAM that comes 
with these machines you'll only be able to play it from floppy disk! If you 
have a hard drive, then you'll need at least an extra 1Mb of RAM in your 
machine before Theme Park will run from it. That's 3Mb in all. (Are you 
deliberately trying to patronise our readers? — Simon.) 

The PC market, which Theme Park was originally developed for, has 
gone haywire over the last couple of years. Within a year of buying the lat- 
est machine, it becomes outdated as new, and cheaper, technology is 
embraced by the softies. That's something we Amiga owners have 
*»^ never really experienced before — indeed, when Cgmmodore 
k . took the rather bold step of introducing the A 1200 there was 
uproar. So in these power-crazy times, Mt; we gotng to see 
more games require big things from the humble Amiga? 
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become bored 
after * while, so the 
provides a cheap side 

r them to guffaw at. 



LIGHT REFRESHMENTS 
Burqers, chip;, ice cream and coke 
are all in abundance for the peeps 
to feed their faces. Change the 
quantities of caffeine, sugar and 
ice to iipi your profits. 




MONO HAIL 
It might not 

look much fun, 

but the Mono- 
rail is a great 
way of moving 
your visitors 
from one end 
of the park to 
another. 







Transports the little people to and 
from your park . 



RIDE ON FIRE 

Emergency! The ride is, to use the 

vernacular, knackered, and your 

little people are still on it. Get it 
fixed! Quitkly! 



PEOPLE UNDER YOUR STARES 
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With your attentions concentrated on the financial and construction side of 
the parti, it's good to know that there are a few people you can rely on to 
took after your purchases and your customer's, Or at least, there are some 
(Mild people who will gladly dress up in a funny rubber costume and enter- 
tain the kids in that special way, in return for a steady wage. 
BACK 0/r); Teddy Man, Shark. Man, Handyman, Chicken Man. 
MIDDLE; Strong Man, Mechanic, Rhino Man, Guard. 





Having played around with Theme 
Park on the PC, I was pretty worried 
about the Amiga version. Even on a 
fast PC it runs pretty slowly, you see, 
so I was thinking all kinds of bad 
thoughts about how it would turn 
out. But — hey! — I needn't have 
worried, really, because although it's 
slow compared to, say, Populous 2, it 
is 99% faithful to the PC original, 
with just the Big Dipper ride and one 
other small ride missing due to mem- 
ory restrictions. Theme Park A1200 
needs 3Mb to run from hard drive 
(although from floppy it will run hap- 
pily from a standard 2Mb machine), 
so the big question arises; would you 
rather have games which need hefty 
Ami gas to run, have cut-down ver- 
sions which run on the standard Ami- 
gas, or not have them at all? I know 
I'd be disappointed if Theme Park 
hadn't showed up on the Amiga, 
because Bullfrog has done a cracking 
job on the conversion from the PC 
original. Before this came along, Syn- 
dicate was one of my all-time 
favourite games, taking up my free 
time for a week before I finished it. 
Now Theme Park's doing the same, but even 
more so. It's a stupendously good game, bringing together 
all the great features of titles like Populous and Syndicate, 
and combining them with — yes — all the fun of the fair (© 
The One Cliches 1994). As I've said, there is one niggly prob- 
lem: if you have an A 1200 with a hard drive, you'll need 
extra memory to run it, but even running from the four flop- 
pies you don't need to swap the disks too many times. Bull- 
frog has thought of the possible disk swapping headaches, 
and made sure that the main game engine, along with the 
graphics and sound effects are loaded into memory before 
the game starts — so you only really need* to swap disks once 
a year when your annual reports are displayed. As Bullfrog 
release more and more games, so it becomes harder to 
review them without plumbing the depths of sycophancy. 
But Theme Park is brilliant, and that's all there is to it. 





No extra versions planned, although EA would be 
daft not to release a CD32 Theme Park. 
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Where is that fish? 

You did love him so. And he went, wherever, I 

did go. "Up his trunk!" shouts Matt 

Broughton in a surreal way F as ICE's puzzle 

jobbie arrives, (Answers on a postcard). 

The Earth is in deep deep trou- 
ble. Like Liverpool Street Sta- 
tion on a slightly rainy day, it's 
the best part of completely flood ed- 
And as the water level rises across the 
entire surface of the planet, humani- 
ty itself is in danger of extinction. 
There's only one thing left to do — 
send an SOS message into space in 
the hope that some alien civilisation 
might hear our cry for help... 

Well blow me down! Luck of luck I 
The message hath been received and 
understood by a fishy world far away, 
and Captain Gulp and his fish-like 
crew have immediately set off 
towards our planet to help- Of 
course, there's one slight 
problem, and that's that 
the aforementioned 
Captain Gulp 
friends are 
about six cen- 
t i m e t r e s 
across and are 
only good enough 
for prizes at school fetes 

Gulp! is easiest to explain if 
I start by saying; "Imagine Lem- 
mings with fish." No doubt this is a 
statement that ICE will become sick 
of hearing (herring? — Harry.), but to 
compare Gulp! to the Psygnosis 
genre-busting classic isn't so much a 
criticism as a complement. 

Anyway, as with the aforemen- 
tioned classic, Gulp! offers you a 
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At the top of the screen you can see 
haw many skills you have for each 
level. As well as being able to change 
fish individually, you can also use 
'leader' skills, where one fish will 
remain in one place for a period of 
time, gifting any fish that 

touch him with his own 

skill. This is very helpful 
for, say, getting all of 
your fish out of water 
without having to 
select each one 
separately. 
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number of skills 
which can be given to 
members of your fishy 
team, thus allowing 
them to eat through obsta- 
cles, drill through walls, turn into 
enemy-killing torpedoes, hammers, 
fists, etc, etc, etc — and this is to 
name but a few. 

There are a trillion and a half levels 
to work through, each belonging to 
a different scenario, and other than 
that, it's basically Lemmings with 
fish. Sorry. But it is. 
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The key to many levels revolves around using the switches, found around the 

levels These can efther look like littl* chests (Bonnie L.irigford — far left) or 
\ huge pistons (Errcl Flynn) and are toggled by the passing of a fish. These 
\ switches generally .liter water currents at open doors, but the puzzle 
J normally comes in working out which order they need to be triggered in. 



Well folks, there's good news and) 
there's bad news. The good news is 
that Gulp! is a nice Idea. And the bad 
news is that the level designs are just 
too poor to do the game any sort of 
justice. Although Gulp! borrows heav- 
ily from Lemmings in Concept, It actu- 
ally 'feels' different enough to play, 
and the little fishy heroes have 

enough character to 

stand up on their own, 

erm, fins. BUT! (deep 

breath} the program- 
mers have obviously 

never heard about 

'learning curves', and 

just stuff you straight 
in with the sort of level designs that 
require exact timing, precision 
mouse- work, and planning from hell. 
The first batch of levels do allow all 
your fishy crew to pass along the 
same path, but after that you find 
yourself having to split the gang up 
into various teams, leading to major 
frustration as unattended fish just 
wander Into deadly areas of play. I 
realise that splitting your geezers Into 
two or more groups is meant to be one 
of the game's features but there are better 
ways to do this than just murdering the player. There are 
also too many trial and error situations in Gulp! Where one 
wooden block can be eaten through in level one, come level 
two, an identical block suddenly becomes impervious to 
teeth and needs a driller fish. Of course, the only way you 
find this out is by wasting one of your eating fish, and if 
you've only been given the exact number of skills to finish 
the level (which happens a lot when you use codes to restart 
levels) then you may as well quit and start again because 
that important fish skill has been thrown away. I'm not 
going to destroy Gulp! with my mark because I think that 
there's a decent game here dying to get out, but I still reck- 
on that it's a wasted opportunity. Gulp! could have been 
great, but is ultimately a poor man's Lemmings. A right old 
shame, and no mistake. 



Cfimmij There's nothing going on far the At 200, but the 
WjJ^^'M CDS 2 version will be out at the end of September 

^■j for £25.99, featuring a new intra and improved 
f3T^T!H | muxk. The pnmeplay will ntmain unchanged. 
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AVAILABLE 
FOR A 1 200, 
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Has your desire for battlefield leadership been 
fulfilled? Or, does the prospect of another 



wargame leave you cold? 

Now, MicroProse present Fields of Gbry 
for the Amiga: a game designed to break 
the mould of dull simulations. 

The emphasis is on action and the heat is on 



you to make those crucial command 

decisions. The rich, vibrant sights and 

sounds of our Close-Quarter 

Combat System replace the tired 

interface of traditional 

wargames. You'll find that skilful 

^ *against-the-clock T decision 

making is more important than 

historical knowledge. 



Fields of Glory: the fury of real battlefield 
action. For A I 200, A500, CD-32 and IBM 
PC Compatibles, 
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Ay up, it's Jason!" I cried, as 
the beaming face of Micro- 
Prose's handsomest PR bloke 
appeared around the door, closely 
followed by his body, legs, shoes, 
socks and pants. J 'l wonder what 
fantastic programming 

delights he's brough 
round for us this time." 

"Oh. I hope it's 
another in-depth 
flight sim," groaned 
Matt, sarcastically, "I 
could really do with 
reading a billion page 
manual right now." 

"Er, no, actually. It's a 
space^trading-comb 

game, and it's choice," coun- 
tered the lovely Jase, in his finest 
Mancunian, ever-so-slightly-Terry- 
Christian drawl-cum-retch, "But it 
does involve a bit of flying," he elab- 
orated before adding "er, respex due, 
top spanner." 

"Aha. Thought so," said Matt, not- 
quite-so-hairily {he's had his beard 




Just Ilk* in Star Trek, your Capital 

Ship has a bridge which you can 

stand dii and preside over your craw. 

Er, just like Cap'n Picard. probably. 

Anyway, the point of the bridge is so 

that you can see out of the window 

— and tell which star you're 

approaching, which direction 

you're travelling in. or if 

there are any enemy 

spacecraft "engaged" 

(bit of Trekkie speak 

there), 

for the planet's 
defences and stuff, 
which is damned 
convenient for you 
to up and leave for 
the next star. 
Actually losing the bat- 
tles is pretty difficult, because 
you can analyse the planetary armies 
using your library on Yemid — and, 
obviously, you don't pick on the big- 
ger bunches until you're huge and 
hard. And even then, you still don't 
actually have to do any fighting, 
because the Autopilot is actually 
rather good at the old fisticuffs, and 





Welshy Nuttall was feeling sick F and more than slightly bored, so in a bid to cheer him up, 
our Simes brought out Starlord... {Oh dear — Everyone.) 
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snipped off, you see). 

In an amazing new plot, never 
thought of before, your goal in Ster- 
iord is to become emperor of the uni- 
verse, arid to kill anybody and any- 
thing which stands in your way. 
Clever. It's a strange mixture of game 
styles (take bits from Frontier and the 
SSI wargames and you'll have a pret- 
ty good idea) which has you travel- 
ling from planet to planet, trading, 
battling and, preferably, conquering. 

At the beginning, the only real way 
to get money — useful stuff for build- 
ing up your fleet and buying extra 
bags of Monster Munch— is to trade 
goods between Vemid (your home 
star) and neighbouring planets, 
although you do start off with 
enough to build a half- decent army 
(presumably scooped out of some 
Yemidian pension scheme or other). 

But to earn some real moolah 
(that's money, fof the less street-wise 
— Simon.), and to become more 
powerful, you go out to fight, plun- 
der and loot the other stars. Careful- 
ly planning each attack using battle 
tactics and formations, you knock the 
armies of each enemy planet in turn 
into a cocked hat — and then leave 
behind one of your children (who are 
gradually bom throughout the course 
of the game, although you don't get 

to actually make them yourself, 
sadly) as the planet's ruler, He, or 

I she, is then solely responsible 



At your Base Star, in my case 

Yemid, you can transfer all sorts of 

resources and cash between your 

home and your Capital Ship (the 

main ship in your fleet). It's kind 

of like a hole-in-the-wall bank 

machine, where you just nip back 

and stock up should your supplies 

fall a bit low. 



soon puts paid to any alien defences. 
Stariord, then, works for two sets 
of Amiga gamers: battle-crazy simu- 
lation addicts who are normally at 
home with Impressions games and 
pushing little pieces of plastic around 
a board, or pacifists who don't like 
fighting, but fancy a virtually text- 
based trading simula- 
tion. In other words, for 
the majority of people, 
it's not very good. #fe 

This is the Retina Projec- 
tion Tactile Display, 
which is supposed to 
simulate the next stage 
of VR where a virtual 
Image is projected 
directly onto your eye- 
ball — rather than via a 
telly — to give it added 
realism. A possible 
problem with this, 
though, is that you're 
looking at a telly any- 
way... Hey, just call me a 
realist, okay? (No we'd 
rather call you a leek- 
loving gimp — The 
World.) 
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Obviously if you're going tn do any 
planet conquering, you'll have Id 
travel around * fair bit. To make 
the most of your little jaunts, it's 
best to get to know the travel 
agent — otherwise known as the 
Chart Room. From here you can 
select anywhere in the universe to 
travel, assuming you have enough 
fuel, along preset links between 
the Base Stars, 




ildce ever <J pldin, simple TV (as 
opposed to the Retina Projection business mentioned else- 
where). The ugly mug lies (for they are, all of them) appear 
on your telly, and squint at you. moving their mouths 
slowly up and down as their words appear "on-screen" 
(just for you again. Trek-fans,). 
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Each time you wage war with another planet, you're given the choice of 
letting the computer fight for you, and skipping through to the result, 
or actually getting into the action yourself. Selecting the action first 
brings up the Battlemap. which you can use to plan out your strategy 

before the battle commences. My boys are on the left, and the Citcmy ii 

hotly positioned to the right, Er, does the name Custer mean anything 
to you, boy? 
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As far as space-trad ing-com bat games 
go, Star lord is probably the defini- 
tive, it's set in space, which is always 
a good start for a space game, and 
the idea is to trade, then combat, 
then trade some more, and then, er, 
combat a bit. Ad infinitum. Not 
exactly the most inspiring scenario 
ever, I trust you'll agree, The trouble 
with it is that it's overly simplistic — 
although it's not an easy game, it 
does limit what you can actually do. 
Comparing it with Frontier is 
inevitable, but in some ways unfair, 
because they are aiming at two dif- 
ferent groups of people. Frontier 
appeals to explorers, people who like 
the idea of travelling around between 
planets, hastily scribbling down the 
prices of 30- odd minerals and other 
cargo, or smuggling contraband into 
a heavily-policed world. Starlord is 
more of a war game set in space, with 
a sole aim of conquering the universe 
and seating your offspring firmly into 
the chairs of power. Conquering the 
universe Is less of a shoot- 'em -up, 
and more of a strategy game — with 
most of the battle plans laid down 
before you even launch a ship. Arranging 
your fleet into different formations can be, well, interesting, 
but the main thrust of excitement — in fact, the only thrust 
of excitement — comes when you actually manoeuvre your 
little ships around in 3D space, and shoot at the enemy. This 
is the area in which it most competes with Frontier, how- 
ever, and even though Frontier had its faults, the fighting 
bits were difficult to master. In Starlord, though, I found 
myself winning almost every battle right from the start. And 
when you take the fighting away, the only things which are 
left are trading, pitting wits against potential enemies, and 
planning out your battles — and to this end, the game could 
quite happily take place on the high seas, in a World War 2 
desert scenario, Or anywhere you like. Starlord is A strange 
hybrid of sub-standard parts which, together, provide an 
interesting diversion for a few hours, but it's hardly the sat- 
isfying challenge you'd expect from the simulation masters. 
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No extra-special versions planned, although it 
does run much more smoothly on an A1200. But 
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DETROIT 

Stuck for new strategy ideas, Impressions 
turns to the automobile industry for inspi- 
ration! and, strangely, comes up with a 
good game. Andy Nuttall praises god that it 
isn't another bloody f ooty manager. 




T^ he genre of the management 
simu lation is rarely a happy one. 
Football management games 
come, do uery nicely thankyou very- 
much, and then football management 
games go again. They regularly make it 
into the charts — indeed, both On The 
Ball and Tactical Manager reside in the 
Top Five even now. 

The same can't be said, though, for 
their innumerable cousins, the 'other 1 
sports sims. In the past, gamers have 
worn the towel of a Boxing manager, 
the overalls of a Formula One adminis- 
trator, the jockstrap of a Rugby League, 
er, person in charge — but never in the 
huge numbers of their f ooty rivals. 

Now, Impressions is settling down 
for a battle of the sims with Detroit, a 
car-building simulator giving you the 
chance to "change automotive history," 
by designing, marketing and building 
your own cars. Starting in 1908 — the 
heady days of Henry Ford - Detroit 
supplies you with a basic research, 
design and manufacturing plant. 




The Main factory screen is a typical example erf what Impres- 
sions call Hidden Button' screens, Embedded behind the pic- 
ture of the factory are six hidden buttons, each of which 
correspond to a building. When you position the mouse 
puinti-i over the building you want to enter and click, you go 
there — which is much simpler than the usual bunch of icons 
which Utter management screens. The mouse pointer is intelli- 
gent, too. in that it displays the name of each button it points 
to — which makes choosing the next screen even easier. 



Depending on how much money 

you make from your first 'safe' car, you 

can set so™ aside "for research; and 

the more you plough in, the bigger the 

$60,000, and the design for a prototype jump you'll have over your competi- 

car. Mmmmm. . . tors' designs in the future, Loads of ed if - 

Other car manufacturers have ferent types of car can be made, up to 

already come up with cars of their own, the year 2003, from sports cars 



(including Ford, Armand Peugeot and 
Karl-Fried rich Bena, car-fans), so the 
prototype designs of yours must be 
based on already-proven shapes and 
sizes. Building cars with Detroit is rather 
like making a photofit picture; piecing 
together pictures of boots (or 'trunks', 
as Americans would have it), bonnets 
and, er, middle bits to satisfy ever-hun- 
gry consumers, 



through to four-wheel drives. And it's 
this side of the business which is most 
important inDefrewt- You can do all the 
designing of new car bodies, engines, 
brakes and other bits that you like, and 
test them to the peak of their perfor- 
mance; but all the while your competi- 
tors are doing the same — and, as you 
can probably imagine, one-upmanship 
is everything in the car industry, , . 




^3 



If you want to go far in automobile 
design, this is a screen you'd better 
get used to. This is where all of your 
research and design engineers work. 
Clicking on the engineer brings up the 
Research menu, which enables you to 
pump people into one of seven areas 
of car parts — brakes, suspension, 
engine and so forth. Around the 
screen there are also, variously, cool- 
ing, safety and luxuries — the last 
only applying when you have lots 

of money to spend on frivolous 
items for the really well-off. 



The Test screen gives you the 
chance to put your new car design 
through any of five rigorous tests. 
Normally, when you first piece 
together a prototype car, it's a 
good idea to do ail five. This 
involves the computer going Away 

for a moment, simulating each test 
— such as acceleration, braking and 
fuel economy which you can 
watch as they go along. Well, 
'watch' might be a slight overstate- 
ment, because pictures like this nice 
young chappie are all you'll get. 




Although I'm partial to the odd footy 
management sim when it conies into 
The One's office, it's generally only 
to have a break from the never-end- 
ing trot of platformers, shoot-em ups 
and crappy Sens i -clones. And I'm par- 
tial to a bit of footy. Car games, 

though — well, 

when you're talk- 
ing F1GP or 

Micro Machines 

I'm there with the 

rest of them. But 

a car building 

simulation? 1 

wasn't exactly 

champing at the 

dipstick, let's put 

it that way. Any- 
way, to cut a very 

long and boring 

story short, I 

actually rather 
like Detroit. It's not a trouscr-com- 
buster, or a joystick-splitter, but more 
the kind of game which you can 
spend whiling away the hours of a 
Sunday while the rain beats down out- 
side. Because, like so many footy sims, 
the main thing you need for a really good 
game of Detroit isn't a keen eye for business, but good old 
Father Time. Skill in car designing and manufacturing is built 
up over a long period, but it's not essential immediately. One 
of the three manuals provided contains a detailed tutorial, 
which takes you through the first month of produc- 
tion and enables you to cobble t 
kind of profit. And it's only then 
first half-hour's play, that you r 
just how long it will take for yd 
to reach the year 2008, 100 
years later. This is a BIG 
game, a good game, and a 
great diversion from the 
other, now run-of-the-mill, 
management sims. 



A 500: 600 owners will be pleased to note there'! a 
non AGA version already out thare in th« «he>p*. 
Differences include fewer colours and, er, that's 
it- No CD3Z version is planned, 
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football! 

MAALA 

With over a year of design r and more refinements than Mercedes' promised 
Supermini, Imagine Home Entertainment thinks it's created the ultimate 

management title. Andy Nuttall dons a poodle perm. 





It's dlwdyi the way; buses, wed- Manager are completely different in 

dings, friends' birthdays and presentation, using less traditional 

decent strategy games. Vou wait approaches to the management field 

for ages, and then a few come at to take it away from the statistic 

once. With the glutton of soccer buffs and into the laps of the general 

arcade games released just in time public — On The Ball is particularly 

for the World Cup (and one or two true of this statement, 
just in time to miss it — no need to Club FoatbatL however, takes a far 



mention any names, the cul 
prits know who they are) 
it's surprising that there 
weren't more strategic 
titles released. Per- 
haps it's because 
footy management 
freaks have become 
bored with the endless 
variations and supposed 
innovations these newer 
simulations have tried to 
implement. Strip away the fancy visu 




more recognisable stand- 
point. For most options 
you're presented with 
simple visual menus to 
play with and a stan- 
dard layout of player 
and team information 
which makes it all so 
recognisable, there's 
no need to even consid- 
er going anywhere near a 
manual if you've played this 
type of game before. The one other 
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The strength behind 

CFTM is the sheer 

weight of the tactics 

section. Here you can 

lay out your team by 

dragging each play 

er's shirt to a posi- 
tion an the screen, 
and then define their 
'footprint' — the 
area they work with- 
in during the match. 
This system allows 
you to see at a 
glance where aJI your 
weak spots are, as 
well as spot all yqur 
opposition's. 
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SEARCH 



MIH MAX 



CTPT1TB 



als and you discover that, essentially, thing it does that I've always found a 
the only thing radical about modern crime is involve the player in all 
management games is, er... nothing, aspects of running the ground as well 
But that's rather a pessimistic as the team — stand improvements, 
view, and one that isn't strictly true dealings with the bank — even set- 
either. After all, On The Bstl, Tactical ting the price of objects in the stadi- 
Manager and now Club Football - The um shop! Q 

There are a lot of things in the game that don't directly relate to the actual 
task of football management, such as ground improvement and running the 
club shop. Thankfully, you don't actually have to take part in these thing*, as 
they can quite easily work along under their own steam, but learning how to 
use them will make you more money in the end, 
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MAXIMUM VALUE 



3000000 



r EXIT 



(Above) The Player Search screen 
allows you to specify exactly what 
kind of player you're after (as I'm sure 
you can work out for yourself). As you 
can see. there's a wide age band, 
meaning that you may euen be able 
to tempt Greavsie out or retirement,. 
And then put htm down like a sick 
horse. 
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Bather than overload the player with text, designer Keith Wadhams decided 
quite early on to make the player interface as easy to understand and as intu- 
itive as possible. As a result, all the option screens have these large, recognis- 
able options ail over them. The logical layout of the game also means that 
you can easily find the option for whatever you want to do without searching 
through a hundred and one menus 



OLDHAM ATHLETIC 




blown away by this incredibly deep 
and detailed game! In the same way 
that On The Ball draws the player in 
by portraying the footballers as real 
people, this game will have you 
hooked from the start with its unique 
and usable tactics system. Where 
other games merely let you set up the 
rough positions of the team through 
a formation setting, the genius of 
being able to define each player's 
'footprint' — thereby using the play- 
er's stamina and speed to their best 
ability — gives you so 
much more involvement 
in the team itself. You 
end up watching individ- 
uals over the course of a 
few matches, and in time 
you learn to hone your 
team layout so that you 
play the best game you 
possibly can, The presen- 
tation is simple and clean. 
It's no problem at all for 
an experienced manage- 
ment player to find their 
way around, but by the 
same stroke the large, easi- 
ly recognisable icons (plus the 
fact that whenever your mouse pointer is over an icon, a 
text message appears at the bottom of the screen telling 
you what the image actually means} makes it ideal for the 
complete novice. There is a hell of a lot for the beginner to 
look out for, which is why Imagine has been kind enough to 
start the player off with a functioning ground, a working 
shop and a decent bank account. This way, you can ignore 
everything except keeping the team mechanics, and the 
game will potter along nicely, leaving you to learn the game 
itself. That said, you can do a lot better in the Club Football 
by actually working everything at once, but that takes a 
great deal of concentration. Mind you, it also brings a great 
deal of satisfaction in the end. Club Football - The Manag- 
er is a lot of fun to play, and you'll waste a lot of your life 
playing it. Easily as good as On The Ball, but there are 
enough different reasons to merit owning both. 
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.. '-'' , There are about a dozen or so Statistics for each and every player in 
CTFlVf. but most of them are actually hidden from the person playing the 
game. Sure, you get all the usual guff on how fast, old and experienced they 
are, but what you don't get are the -stores for their intelligence or initiative 1 . 
Those are things you have to work out for yourself as the game goes on, 




An AC A version of Cfuir Foothatl is planned for 
the end of this year, featuring 256 colours. A 
C032 version is also planned for the beginning of 
next year, with the glorious AGA visuals, and 
maybe even recorded match commentary! 
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REVIEW 




If there's one man who knows about space exploration, it's William Shatner. 
Unfortunately, he was a bit busy, so Matt Broughton stepped in at the last minute to fill 
his shoes. Not to mention his pants. Cod we're mature. 

Stand back, because just for a 
change we have here a game 
with a plot so interesting that 
it could possibly have come directly 
I mm the quill of Lord Arthur C Clarke 
or Sir Susan Asimow. Possibly not . 
Reunion tails of how, by the end 
of the 2Gth Century, mart had 
reached a level of technology which 
allowed him to explore space in a 
way never possible before. Gargan- 
tuan colony ships set off towards the 
outer reaches of the universe in 
search of Earth-like planets to set up 
home on- J< 






After many yea 
tern was located, 
— nay — elepha 1 
nearer, an uncha 
damaged the warp g" 




illy star sys- 

fe massive 

Ip moved 

old field 

tors, and 



though the ship managed 
to reach the sys 
tern, the stress of 
deceleration 
caused the 
ship to 

explode, 
large pro 
portion of 
the crew 
gjied, and 
those few 
that did iur 
vive were faced 
with an awesome 
task to start a new 
civilisation from scratch. 

Well, you don't have to worry 
about any of the above anyway, 
because it's now 2927 and New 
Earth has reached about the same 
level of technology that Earth had 
before you left. I say 'you' because 
you're actually the President of New 
Earth which, though generally great 
fun, means that you have to answer 
to the people — and right now, 
the people are asking big-time. 
You see, they want to go home. 





(Above) This, is the main control screen, showing me (the babe in the middle 
— arooga!) and my Hapless gang of advisors.. The icon panel along the top of 
the screen takes you into the various sub-menus — as does, clicking on differ- 
ent areas of the screen — accessing the development screen, fleet info, star 
map etc. As mw inventions become available to you, an image of your new 
toy appears from the Star Wars- like holo-table thing. Gosh. 



So, bold crimson 
iMvitj.ii.n of the 
night, you have been 
:harged with the task 
of running project 
'Reunion, with one simple 
target: find Earth. And be 
quick about it! 
And how are you to perform 
this feat? Well, it's pretty simple, real- 
ly — just hire yourself some of the^. 
smartest spanner-heads on the plan^ 
et and tell them to invent tons? of 
groovy things like space ships, big 
guns, and those little bits of carpet* 
that go on top of the toilet. 

Along the way you'll discover new 
planets to colonise and mine, hostile Aliens aren't always nasty, in fact these Communion loofcy-likeys arc damn 
aliens friendly aliens and a superb courteous. Play your cards right with these little darlings and you could 

, . , . ... receive all manner of futuristic toys irt exchange for tor 9 small jar of jelly 

number of techno-toys to play with. hah|Ei (thMe |jtt|e whjte dfivj|j .^ ^ , mh Djd you know t(wt , n tfe 



Ida haue a uerti. stranEe deuicej 
that Li3s reentered F"om a crashed 
aLien ship. Our scientists camct 
□iscdubt it' s function su ue 
thought that j for a modest fee., 
you CDuLd hiaue the aLien item 



It's alt a bit daunting to start with, 
but I'm sure you'll be okay... O 



future, you won't have to go to the toilet; you'll just enter a Virtual 

Cyberlav and wet yourself, Brilliant, eh? 



If E W 



though for moit of the g.Yme your thoughts are elsewhere, you rnustn* 

■ rh< little people that livi on New I irth, 01 .iny of your lalonis 

iet& for that matter. As well as listening to their requests for niceties 
stm, recreation and other stuffy you need to monitor their attitude 
irdi your taxations, not to mention providing enough living space 4 
■ _ 2d for them. This bloke doesn't look very happy does he? I bet if tie gre 
has hair a bit bigger, he'd look just like Steve lies 
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i the game first 

rts, yo« have fair- 

: — lited technologi 



s*es, your developers 
will start to design more and 
more interesting toys for you to 
play with. Most of the inventions 
are triggered toy a specific problem, 
so, for instance, this translating 
communicator won'Jbe invented 
until you come across an alien race 
who talk gibberish, Bloody foreign- 
ers — why can't they just speak 
English? 



I' He treat 




it you encounter a hostile alien race, your mighty space 

■mi tan be dispatched to protect your precious worlds. 

Here. Aghting ships tire thown as radar blips, accompanied 

by ptarp little animations- Should you lose, your ground 

forces can save you. but some of the aliens are complete 



These battles urn very pretty and draw your attention bferk 
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Reunion is, in the words of Merlin, 

"...a dream to some, a nightmare to 

others." Why? Well, it's a big game. 

Theimain game that I played for this AfUtntoer; Grartdslam 

rtfyiew lasted for about a day and a 

hali 1 , and considering how 

-_ „ f i 05<99 0utNow 

many items I still had .. . .. 

left to invertf, I'd say "•nf^^wi.H.iMb,.*,) 

.-■^ that I was probably M(U1W 

Only about three „ 

quarters of the way 

through. That, I 

Mess, is the good 



news — but the bad 

news is that you'll need 

the patience of an saint to 

get this far without a hard drive. To 

I 

sty that Grandslam has produced a 

disk-swapjAng bonanza is an under- 
statement, and if you have anything jL 
less than an A1200 with a second i 
drive, you need to be really sure that -- 
this is the game for you. I made the 
mistake of starting 1 this game on a 
hard dLsk and then moving to my 
A1200, and boy dots it make a dif- 
ference. Alter a few minutes play, it 
seems that every minuscule click of 
the mouse sends y oil off to Disk Land, 
with only a sandwich for company. Qf 
course, this is (as Grand slam points out) the only way to get 
games |Of this size onto the Amiga, and in the same way that 
fans of the graphic adventure genre accept etfrven disks as 
the norm, I imagine anyone chasing after a gamfc of this ( 

■■■»_■__ ■.■ __! J ■ ■ HB, _ ■ ■" " 
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If you want happy campers on all of your colonised pl^iMgr you need to 

think about how you furnish your populace. In a Dune 2-lik* sub-section of 
the game, fleuraon allows you to tadulge in a bit of Godjlik<? creation, shap- 
ing your worlds with the touch of avutton. If you want a loyal, healthy gang, 
you need to keep an eye on food production and housing, You also need to 
make use of mine shafts and derricks tojutilise each world's natural ■ 



perhaps a bjt slow if the beginning. There's also a bit of 
annoying repetition as far as collecting minerals from min- 
ing installations on other planets. This is a task you have to 
constantly perform, sending* ships to and from New Earth, 
loading and unloading the precious ores, fteunion has a hell 
of a lot to offer, but only to tnose with time on their hands. 
If youLfe got a hard drive, take it as read that you can add 
at least a couple of percentage marks to both the play abili- 
ty and the overall score. Absorbing stuff, and no mistakin'. 



If you play Reunion on an A12D0 you will profit, as 

Ml 200 the machine will load more into the memory, thus I 

^^^^^^^^^^^_ facilitating less disk accessing throughout. An 

CD 3 2 Aliuu-specifk version will ba out in a month or 
two, featuring 256 colours, and full speech. This, 
how^uei 1 , will h* hard disk only. An identical version to this will also 
be out on CD32, with the possibility of a CD soundtrack. 
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REVIEW 

TEST MATCH SPECIAL .EDITION 





"Morning everyone. We awoke this morning 
to the first crack of a jackdaw's fart. Marvel- 
lous effort by the jackdaw, I thought, a mar- 
vellous effort indeed. Oh look r Matt 
Broughton's LBW — Living But Weak." 



Computer games are always 
being accused of getting kids 
interested in the wrong things 
i drugs, violence, and Thora Hird) but 
are very rarely credited with involving 
them with anything decent, Take me 
for instance; the first 'proper' book I 
ever read was the Hobbit . Why? Basi- 
cally because I had the Hobbit adven- 
ture game on my Spectrum and got 
bored asking my mum what Bard was 
likely to do, or what happened in the 
Elven king's HaJIs. 

Similarly. I was never really interest- 
ed in football (that's because you sup- 
port West Ham, mate — Simon.) but 
since I joined The One team and began 
learning the rules, tactics and positions 
— all thanks to Sensi — I enjoy watch- 
ing footy a lot more because I under- 
stand what's going on. 

Audiogenic's World Class Cricket 
also falls into this category. Because 
now, after many years of staring 
blankly at those enormous score- 
boards when I happened to acciden- 
tally turn on to BBC2 to find lots of 




blokes dressed In white jumpers 
'standing around', I understand much 
more about the game they call boring, 

I also know about leg glances, 
overs, slips, and nighties. Oh yes, 
there's not much I don't know about 
cricket er,,, as long as it's on the 
Amiga. And is in this game. 

IVC Cricket — an unfortunate 
abbreviation, don't you think? — (do 
they play on WC Fields? — Harry) is an 
extremely simple cricket simulation, 
offering you a disk full of your 
favourite teams to choose from, allow- 
ing you to change names, alter fielding 
positions and, er... hit balk quite hard- 
It's all very pretty, but, I hear you ask, 
what's toilet cricket like? Well follow 
me into the pavilion for a quickie. . . 



Vgu can tailor the fielding 
positions using this sim- 
ple editing facility. Her* 
you can create a sp*e if k 
strategy far each bowler, 
and even i*ve them so 
that they coma up auto- 
matically every time that 
particular fel la comes 
Into play. Not bad, eh? 



Apart from editing the formation, you 
don't really have a lot to da with the 
fielding. Once either you or your oppo- 
sition hat given the ball a good wallop 
on the main screen, the view twitches 
to this, showing your happy chaps run- 
ning around and throwing the ball back 
and forth. Goth, don't they look like 
they're having fun? 
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I THE VERDICT 

WC Cricket ought to have two sepa- 
rate reviews really, because batting 
and bowling are completely different 

beasts. Batting is infinitely 

more fun than bowling, with 

a simple "joystick in one of 

eight positions' shot selection 

that reaNy does give satisfac- 
tion when you choose correct- 
ly and time perfectly. The 

computer intelligence is smart 

enough to make you really 

think about each shot, with 

no real 'safe' or 'cheat' shots 

available. Bowling, on the 

other hand, is a bit yawn- 

some. The computer is just 

too difficult to get out, and 
after hours and hours of play, the 
only way J found J could keep him 
under control, was to bring literally 
every fielder right up to the wicket 
and then keep fast bowling to the 
batter's heel. This way, you limit the 
computer to scoring either no runs or 
just the odd one, occasionally run- 
ning out the batter through luck. As 
you might imagine, this doesn't exact- 
ly do much for the old fun buds. The 
graphics are very nice indeed, and the limit- 
ed sounds provided are adequate. The editing facilities are 
well thought out and allow you to quickly swap your team 
around until you're happy, while the fielding editor is also 
presented in a very user-friendly way. Apart from the 
almost unbeatable CPU batting, criticisms come in the form 
of your computer- con trolled fielders. Once you've bowled 
as best you can, you have to sit back while your fielders do 
their thing, sometimes clumsily overthrowing and giving 
_ away precious runs left right and cen- 
tre. Other than this, it's really all down 
to whether cricket turns you on or not. 
I didn't think it would, but I've certain- 
ly had above a fair dose of fun while 
reviewing this. Mind you, most of that 
was while batting... 



There are no plans for an enhanced version, m it 
would apparently involve a complete rewrite. 

Audiogenic is however offering owners of the 
original Graham Gooch World Glass Cricket a bar- 
gain trade-in with their disks for f 1 5.00. Any 
interested parties should call Ofll 424 2344. 
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'This exciting strategy simutation concentrates on lbs management aspects of an English County Cricket 

Team. You will have la moke decisions over a wide range of activities which wall effect results on (he 

Held, llfie County's finances and ultimately your fate as Manager. The gome was created by a lifelong 

cricket Ian and anyone interested in cricket should find this game an interesting challenge .See the 

feature list below for further details about the contents of this inlriging strategy game. © 1994 E. & Q. E 

• Manage any 1 at fhs Id county saucers * Full seoson including league and cup competitions 

» Choice of Attacking. Noimal or Defensive TocHcs for boffing. bowling and lielding or compute* controlled 

« Follow matches either in detail or at scorecaid level only » Team selection and specific Holder sellings 

• Sir lypes of batsmen * Five types of bowlers ■ Multiple skill ratings including form and fitness 

• Player contioct negotiations and morale ■ Seven varied match conditions Including weather 

• Inveslmenl In fen different resources - Ticket pricing • Comprehensive scouting facilities • Various options 

• Absolutely loads of statistics • Extensive printing facilities • Squad editor * FuH instruction book 

NOW AVAILABLE FROM ALL GOOD RETAIL OUTLETS. 

if you have any difficulty in finding a stockist please call our office immediately. 



ESP Software. PO Box 557.. Soul hen d-on-5ca, Essex, SSI 2NB, England- 
TELEPHONE (01702] 600557 FACSIMILE (01 702) 61 J747 AG 
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It's a good couple of years since I 
played Gremlin's Lotus 2, but 
before we got Top Gear 2 in for 
review I dug it out of my cupboard, 
dusted it off and slammed it into my 
Amiga. And blimey, if it isn't still bril- 
liant after all this time, All those dif- 
ferent tracks, loads of weather condi- 
tions, and a cracking two-player 
made. Back when it first came out, 
everybody said that the softies would 
be hard pushed to come out with a 
better game — something which has 
later been proven by Gremlin itself, 
with the release of the singularly 
awful Nigel Mansell's World Champi- 
onship, and now the rather er...aver- 
agely good Top Gear 2. 

If Lotus 2 had never been released, 
then Top Gear 2 would be fighting 
grittily for pole position alongside the 
likes of Crazy Cars 3 in the racing 
games stakes. It's got everything, 
really — a good 30 effect, creating an 
excellent feeling of speed, tons of dif- 
ferent tracks and a whole host of 
weather effects. There's a shop in 
there, stocking plenty of little bits 
and bobs to stick in your car — 
always a favourite in most types of 
game. And just to complement it all, 
the in-game music's rather up-beat 
and exciting, in a working men's 
combo kind of way. ^^^^^^^^ 

The 64 tracks are 
challenging and 
d i verse, not so 
much mapping out 
accurately the real 
Formula One tracks 
as making the later 
courses more twisty 
and turny — so by the 
time you reach the later levels you'll 
find the whole course a series of hair- 



Andy Nuttalf's a puzzled man. After the peaks of the Lotus trilogy, 
and the pits of Mansell, he finds himself playing a fifth Gremlin 
racing game. When the tyres have stopped squealing the tired and 
emotional celt feels bound to ask the burning question: "Why?" 



As you pais the Other competitor's 
cars, your driver, unable to keep him- 
self to himself, can't resist the urge 
to yell at the drivers left behind in 

the wake of your burning rubber. 

"Yo! Butthead" is a distinctly cheesy 

one, white "Eat dirt" is, I believe, an 

American expression and 
consequently the apogee of sophisti- 
cated cool. Probably, 

pin bends. On some of the more chal- 
lenging circuits you'll come across 
pickups, which give you more 
money or an added nitro 
— both of which 
come in handy to 
make it first 
through the fin- 
ishing line, 

It does score 
over iotus with 
a couple of 
interesting fea- - 
t li res. For exam- 
ple your car can 
reverse. While you 
can't actually turn 
around and drive back 
^^^^^^^ m wards(as 




S 



(left) Although the perspective of the cars is pretty good, 
there aren't enough 'stages' to make it look realistic. What 
mean is, as you accelerate towards the cars in front, they 
don't move smoothly - instead they jerk horribly towards 
you, making your eyes go funny 
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you can in Formula 
One Grand Prix), 
reverse is useful 
for grabbing any 
pickups which you 
miss. Little touches 
like this certainly 

make Top Gear 2 more enjoyable, but 

do they make it a good game? 

Ooops, I nearly forgot: Top Gear's 

back and this time ill 2! 





The nitro option is th* most exciting addition to your car. When it's 
activated (by pushing up, and stabbing the joystick button three 
times, if you're wondering) your car accelerates smoothly away and 
screams past the cars struggling rulroless in front. You only get a cer- 
tain number, however —and every other car has a similar capability 
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Obstacles adorn some of the more difficult r ircuits Normally taking th* form 
Of A barrier, a lag or the occasional hall of tumbl*we?d, they can send you 
spinning off the track. But th* strange thing is that they don't affect the com- 
puter cars — which is unfair. 




At the end of each race, depending on your finishing position, you're award- 
ed a number of points (for the driver's championship) and a sum of money to 
buy extra bits for your car. The list of accessories includes dry and wet tyres, 
supercharged engines, more efficient gears and even a free res-pray! 




You're given the chance to tat^ all around the world - on a total of 64 tracks. 
in 16 different countries, to be e*act. Each offers, as you would expect, a dif- 
ferent range of testing bends arid long Stretches ideal for using nitro And. .H 
an extra special touch, the backgrounds are simple representations of the 

country you're in. Hang on, is that Tower Bridge in the distance"' 




grfi oils* 'ty% 



The pickups which appear randomly on certain circuits add either 
performance to your car. or money to your purse. Quite who drops S1O0O in 
th* middle of a track is unclear, but rather than handing it in at your local 
bobby shop, ai it were, it's advisable to spend it on souping up your motor 
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haven't we seen this 
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Publisher: Gremlin 
Developer: 

tnhouse 



£24.99 Out Now 
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before somewhere? ( was going to 
try to avoid using the phrase "just 
another racing game" in this review, 
but sadly that's exactly what Top 
Gear 2 is. The main thing I don't 
understand is why Gremlin, which 
af ready has the best and worst racing 
games, feels the need to release a 
game which is somewhere between 
the two. For reasons ol balance, pre- 
sumably. The biggest thing which dis- 
appoints me about Top Gear 2 is 
something which has dogged just 
about every racing game I've ever 
played. Some of the tracks include 
obstacles — barriers and the like — 
which obviously you have to dodge 
to continue racing. If you hit one, you 
spin off the track — which is one up 
on Lotus, where if you hit something 
you simply slowed down to a crawl. 
However, for some strange reason 
the computer-controlled cars aren't 
affected by the objects strewn 
around the road. And good though 
Top Gear 2 is, there's nothing more 
infuriating than slowing your car 
around a bend to avoid a bunch of bar- 
riers, only to be overtaken by a CPU car 
using his nitro overdrive and steering through the obstacles 
as if they weren't there. Still, there are good points too. The 
pickups are an interesting idea which, as far as I know, 
haven't been featured in other racing games, while the nitro 
option is accompanied by a rousing jet-engine sample which 
really gives a feeling of speed (assuming you have sound 
effects switched on). And also the prize money is nicely bal- 
anced, which means that you really need to get up there in 
the qualifying to earn enough to soup-up your car. Your 
opponents will be doing exactly the same, and if they beat 
you too many times, their cars will keep on getting faster 
and faster. These niceties aside, though, Top G«ar 2 Is a 
game which can hold its head well above the distinctly aver- 
age Nigel Mlanwll'i World Championship, but it doesn't 
touch the excellence of Lotus 2, even two years on. Shame. 



Hmmm, let's see.., well, the C032 uc-ion of fop 
Gear 2 will be the same price. And wlH, in fact be 
exactly the same as the A 1200 version. But th* 
/V-nn.'BOf) game will probably have fewer colour*, 
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On his way home from the planet Thrang, 
Capt. Matt Broughton discovered that he 
was the only human left alive. Fortunately, 
he was driving a space lorry full of Monster 
Munch at the time. Phew! That was close. 




If s easy to do, I guess. I mean, you 
sit down to draw up a plot for 
your unoriginal shoot- 'em-up, and 
end up so immersed in the 'great 
story- line' that you forget to include 
anything vaguely resembling the 
game. I mean, look at Standard 
Deviation... 

"The year is 127S and the inter- 
galactic war has been with us for 
over a hundred years." Okay, that's 
the first sentence, We're all ready for 
an explanation.,, "Earth Central has 
just introduced a new deep-space 
ship to explore space. Its name is 
standard Deviation Mklll" Oh. I see- 
So what you're saying is: firstly, after 
1£>0 years of war, you're building 
exploration ships and, secondly, to 
offer some reasoning behind the 
game's title, you've 
■>t%flfl>a='H decided to call it Stan- 
*"'"'-' — " dard Deviation. Right, 
Very clever. Please go on... 

"My orders were to test this 
new ship in a deep-space voyage; 
that was until Earth central 
requested all ships return to Earth." 
Okay, let me step in here and speed 
things up a bit. The rest of the story 
goes that upon returning to Earth, 
the ship finds all communications 
down, not to mention an ominous 
"LIFEFORMS — UNKNOWN" message 
on his planet scanner. The Orbiting 
space station (spelt with a capital 0' 
for some reason) was not in it's (spelt 
with an unnecessary apostrophe) cor- 
rect phase, leaving the pilot to enter 




the planet's surface (this time with a 
correct apostrophe) to find out 
what's happened to everyone. 

Well, we've had better plots and 
we've had worse, but as soon as you 
press fire, you're into a Project X 
clone, with some sort of fighter craft 
(where's the deep-space explorer 
from the plot?) being attacked by all 
manner of alien life. 

You've got your six basic leveb 
— each with a different sce- 
nario and parallax back- 
ground — a bonus 
round, four different 
weapons and a shield 
to collect, and, er... 
that's it, So what are 
the scores on the 
doors, I wonder? Mh 
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Em, well there's not a 
hell of a lot to tell 
you about really. 
This is, without a 
doubt, the most bla- 
tant Project X rip-off that 
I've ever seen (right down to the "fly- 
very-quicklyr-thought-the-tunnei' 
sequence that acts as a bonus level). 
Graphically, the game has some nice 
touches, with well animated aliens 
and a like 50-f ramcs-a-second-ness' 
to It. Unfortunately, all of the above 
is let down by a very elderly looking, 
cardboard cut-out parallax back- 
ground. The Project X power-up 'P's 
are in there, along with a few 
weapons to play with, but other than 
some fairly well designed attack pat- 
terns, we've seen it all before. There 
are some decent sound effects, main- 
ly in the form of techno tracks and 
sampled voices, but, as with the 
graphics, there's nothing radical 
enough to trick you into thinking 
you're playing anything particularly 
new- The levels all seem to suffer 
from long periods of emptiness, where 
you just float along waiting for the next 

wave of bad guys, but considering the 

shortness of each level; along with the generally 
unchallenging guardians, there's not really 
enough here to warrant £25. I think the pro- 
grammer of Standard Deviation will produce 
something much better next time, because 
there is a lot of skill apparent in this game — 
it just seems to be one of those instances 
where there's a lack of knowledge as far as 
market and player requirements go. If 1 had to 
give advice, I'd say that you should credit the player 
with more skill, not to mention rewarding him with more 
graphic 'treats'. Still, as many nice touches as this game has, 
I can't truthfully recommend Standard Deviation while there 
are so many excellent Project X clones (and even PX itself) 
available on budget. Maybe next time, eh? 



An enhanced version is planned, with improved 
graphics all round and perhaps a two-player 

OptvQrt- A itmil" fDl? version i« -i\in planned. 

With the same as the A120O version, plus. CD 
music and ray-traced introductory sequences. 
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PROFESS 

FOOTBALL 



Quite simply the best Football management game far your compute. 
We (rave serosa 1 thousands of satisfied customers during our 4 years of 
folding. Over 1 0,000 morn hours (during 5 years) lias been dedicated ta 
the production of this constantly improving game. It is one of me most 
realistic and 1 accurate representations of a professional football manors 
annual tlmllwiae la tactically out wit and conquer every opponent. 
Managers : 1 to 4 Human players, Ratings, Performance statists, sack 
ami offers. 3 Difficulty levels. Manager of Ik month and season 
awarded. Pools, Pick any renin in any division lo begin with. 
Le«Bee S Cup : Premier 72 teams. Division 1 ,2 1 3 nave 24 reams, 
Plfjyrsfls, fables. 1 Cup competitions with precise rules (2 legs, extra 
time, away goal rule, seeded dram, European Cup tobies, 5 subs, 
non-domestic player restrictions etc.), Finafct idtile to flinty. 
Games : Yearly fixfufe/pievious list, Week faiures/resurrj, Results from 
previous meeting with opponent (goes back up to o seasons). 

EASY ID PHY AnimntpH Joy^ w n^e 



Playeis : Real life statistics reflecting the start of KfU season with 
real positions, height, oge. Live transfer market, Contract £ wage 
rKgadialNMis, Preferred foot (left/right/bath). Loans, Injuries, Training, 
Special tflJents, Trainees, Goalkeepers (separate skill categories), 
Defenders, Midfieldeis, Attackeis & (Inliiy, Reiwmenri. Fmeign 
tiaasfers, Unhappy players, Top 10 Hal shuts. 
Team : Training, ladies (1 5 diffetenl styles), Aggression, formation 
allows Specific player field settings (left winger, Sweeper etc.). 
CM) : Sponsor ship, Gmmd improvements, V«w opponent, Finances 
The Match : Reel time scHehocid reporting goals & injuries yellow/red 
cards. Sand effects, Interventions permitted at any time ta 
change tactics, formations end moke subs. Physical graphical penafty 
porlkipottDn (optwd). Over 80 oWeravt referees. 
Other : Fast bod/sow. Fritter occes, 20 Options to set various 
gome preferences, Instruct™ book. Easy to ploy, Technical support, 
Plus : Over 1 00 other meticulous refinements impossible to list here 
rfttor i Afarsfou to amend various items in saved cjames. £1? Eflia 
CXJ Scottish : Dedicated version details available upon request 



i Now Available 



^ 




This s o purely nranogenal cricket manager game that concenttates on 
strategy and iodudes plenty of relevant statistics. The game has been 
designed and deveioped by □ rme tan of rfve sport. Il repficotes everything 
that a red manage* has to contend with and it's a totally unique 
production mat anyone with on interest in (ticket should experience. 
A summary of the main features is shown below:- 

* AXA EQUITY & LAW 1 8 league county teams, 50 avers per game. 
■ 4 Cup competitions induing Benson £ Hedges, Nat West. 

* 20 different motrji umpires will accurate names and strictness. 

* Accurate player detois Surname, height and age. 

* 27 different player attributes. Most skills have a direct impact an the 
effectiveness of each indMduofc actions during a simulated match, 

* Easy player selection. Al game text is deajriy presented, 

* Batting end bowling overages. lop batting and bowling tables. 

* 3 Different Training irMrstries to boost hatting, bowling or fielding. 
» Wegitier, pitch and Egrtt often mote on intpoci an ground condition. 




♦ Full match delights let you 
watch the action ball by bell with 
full graphics and/or realistic 
sampled sound effects for 
significant events {Foois, Umpire 
decisions, etc.). Interventions are 
permitted at any time to change batting tactics or fielding abrjngjs. 

• 3 Batting/Bowling classifications {Normal, Attack and Defend). 

• Choice of T S different field platings. 

• Fui scarecard results with best batting and 1 boding figures. 

• Otter staff (Physio, Groundkeeper, Scout) con be hired end fired . 

* Annual league fixtures listing. Current week and last league results. 

* View current cup competition draws and historic records. 

* Reel time transfer market. Player contract end wage negolinhoits, 

• Sponsors, Printer access, Finances, Poor ground fines. Manager rating. 

• 1 5 Opiions to eitei game Deferences, Load/Save game. 

* InstiKlwn book with plenty of examples. 

* fhismony more fine details mot we are umoWe to lisi here. 



This gome has been designed to be as dose to reel racing as possible. 
Five years of development by a clever racing expert has led to the 
second revision of this Flat Horse Racing Simulation. 
Up to 4 players con participate as Owner Trainers with the primary 
abjective of hecoming the top rated twiner, in respect of prize money 
wan, at the end af each racing season (March to November). There 
are up to 35 other intelligently controlled computer irainers to compete 
against and compare yout personal performance. 
To achieve this aim you must discover a potential champion and train 
mem so mat they become capable «i competing vrel end winning any 
of the 4 1 big prize money races ( Handicap and Group) . eg. The Derby 
To give you an idea al the tools provided in this game to assist you 
reaching your objective we haw listed the main features below:- 

• 2 SO horses each with over dO independent variables. 

* 21 different race wises (2 al weather), reef life characteristics 
rumoring the diversity of racecourses in the UK (descriptions provided), 

WcpW Gup Bricks* Mssleps 



A fantastic graphical and/or tactical representotioit of Cricket that has 
ken completely written by a traditional fan. iou can physically 
participate with batting and/or bowling or leave it to the computer to 
auiomohcfllly handle, See full feature list below :■ 




■ 20 Jockeys who very in ability owi booking fees. Orders £ Feedback. 

• Formbook and Win Summary Cords cover the previous 200 races. 

• Animated race display or just the result. View Decimation list for races. 

• Very informative report by Heads stable lad, Tipsters, Bookmakers. 

• Racecmds similar to racing press. Reai life. Handicaps £ Race Types. 
•Viruses, Injuries & Vets, Load/Save gome. Many other items included. 
Version T is Available upon request (Simple training & beting) © £1 S. 
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Open Notional Tipping Competition 1991 : Organised 
by Racecall, regulated by the Tote, this program 
joint second. This led ta a serious approach from a well 
national book maker. Rejected in favour of supporting the public. 
;-. Statistics 1 04 wins oat af 1 66, as from 2/6 to 1 /9/ 
Formula : This program tells you exactly what la do. tau are NOT 
permitted to amend our system unlike so many olher simlrir programs, 
Mow confident can yen be in something that invites amendments! 
Research & Development Three years full lime race analysis and 
experimental™ ta refine and test the prediction system, 
Inside Knowledge : Plenty af uniorie hints from contacts in tiie know. 
User Friendly : No racing knowledge requited, easy to use, tutorial book. 
Restricted Sales : As soon as our programs predictions have a prolific 
impact on the betting odds we will stop accepting new buyers. 
Monthly Uadares : Highly recommended option. If any update fails to 
break even we'll send the next one free of charge. From £25. 
Price Increase : Highly fltely. Buy now before success forces increase 



agT *M£ rV^T* 24 HOUR CREDIT CARD HOT-LINE 
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GAME OPTIONS 

+ 1 [Joy Smiled overs or test. 

• White or coloured clothing. 

• Three Cricket giaunds. 

• Load/Save gome. Skill bels. 

■ Computer/Human players. 
ANIMATED ACTION 

• Sound Commentary, 

• Umpire signals 

■ All the stiokes cut, pull, drive, etc. 
lis, dropped catches, run cuts. 

...;ers, wides and no balls. 



STATISTICS 

• Scorecard £ bowling analysis. 

• Weoiier and {jround reports 

• Wagon Wheel 

• Manhattan (hart. 
flAKER VARIETY 

• Rated on 8 adjustable factors. 
•Left and rigbl handed players. 
•Range of bailing types. 

• Edrtoi to amend game Ms 

• Bowler types include seam, 
swing; change and both types af 
Mini with fl wed levels. 



FRIENDLY CONTROLS 

• Icon driven with point & click. 

• large 3D scrolling screen 
covering Hie entire playing area. 

• Mouse controls bowler's line, 
length, direct sr field settings. 

• Joystick control of batsman's 
Sitrxfc level, strokes and 
running between wickets. 
VARIABLE CONDITIONS 

• Surface and pare af pilch 

• Rain, bad light, claud cover, 
temperatuie and humidify. 



•\R HOUR DISPATCH 



I PAYMENTS 

i a guarantee 
rd or credit card 
please write its number on 

the reverse of your cheque. 
'—. so will ensure otspofth 
1 411 hours of receipt. 
QUI? ADDRESS 



DEPT. AG 



uZaSoumclMtttRooct, 
ScvthenckKt-Seo, 
Essex SSI 2ND. ErtgW. 
TEL (0702) 600557 
FAX, (0702) 613747 
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'«|i'jins detailed in tins advert are only craikitle by direct mad. 
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Professional 



Football Waste's V* 



AG 



fP.F.M. Editor V4 



Stable Wasters Y2 
[Oracle Horse TinsterW £99.95) 



[ Cricket Masters 
World Cup Cricket Masters 
Wrestling Musters 
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So you think 
you've had a bad 
day?" asks Litil 
Divif's packaging. "E 
yes, actually/' says 




just spent 

several days playing 

you." 




E 



ver since Dragon's Lair hit the 
.arcades (an event which was 
deemed so significant it man- 
aged to earn itself a place on John 
Craven's Newsround), games pro- 
ducers have tried to marry film- qual- 
ity graphics with good old fashioned 
play ability. To date, all have failed. 
First came the much loathed 
J mov§ the joystick at specific points 
in the action' games which, although 
attractive, amounted to nothing 
mere than memory tests- Went, 
Ready so ft. the team behind the 
Dragon's Lair series, came up with 
Guy Spy — cartoon graphics but with 
more interaction. Supposedly. 

As software companies get to 
grips with the power of CDs, so the 
differences between in game graph- 
ic* and the real world they mimic 
become less obvious. On the CD32, 
Microcosm looked beautiful and 
gave gamers the opportunity to see 
what it would be liked to be shrunk 
to the size of an atom and catapult 
ed up someone's bottom PC CD 
Rom owners have spent a year or so 
marvelling at the visuals of 7th Guest 
and other graphically impressive 
pieces of software But with the 
exception of Microcosm (which had 
its moments), most potentially 
ground-breaking CD titles have 
played like dogs 

Bouncing into the equation comes 
Gremlin Ireland — unsurprisingly the 
Irish wing of Gremlin Sheffield, or is 
it the other way round J — with its 
humorous romp based around a 
temperamental young fellow called 
Mutt. But rather than placing the 
character <in a monumental 
struggle between good and evil, 
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as you may 

expect, Mutt's quest is 

much less confrontational. You see, 

the stupid red being has to track 

down the Mystic Pizza of Plenty 

Whatever that may be. 

However, locating this Italian meal 
isn't as easy as ringing up the local 
Pizza Hut and asking them to deliver 
it within half an hour or there'll be a 
pound off. Oh no — this gargantuan 
round thing has been placed at the 
end of level five. Typical, huh? 

Sounds like the ideal plot for a 
wacky platform game, wouldn't you 
say? Well, you'd be wrong — Litil 
Divil is a cross between a puzzle 
game, an arcade game and a 100 
mile hike You have to guide Mutt 
through the five levels, dodging traps 
and solving lugic puzzles, as 
well as fending off mutant 
creatures which deplete Mutt s 
energy. 

Litil Divil has been an ambi- 
tious project Blending glorious 
visuals with instant playablity 
is a tough nut to crack (or 
something), but it has to be 
said that Gremlin has almost 
succeeded. Almost, but not 
quite.. V 

Gold is the only available cur- 
rency in Litil Dtvil, and the only 
way of obtaining it is, by scour- 
ing the million mile* of tunnel 
and picking up the carelessly 
discarded piles of the yellow 
precious metal Whenever Mutt 
watks ovar a pile of the stuff, 
he stoous, over, scoops it up 
and shoves it in his infinitely 

Idrgtf pockets Whilst singing 

"ho-ha-ha-hat" Or something 
lik« that, anyway. 



There are two ways to get rid 
of your gold, the most satis- 
fying of which is by spend- 
ing it in the shop. A 
pictorial representation 
ol the available items is 
shown along with 
their cost, so it's just 
a case of highlighting 
what you want and 
pressing fire. Vou 
tend to need every 
item on saie in order 
to complete the level, 
so it's best to get as 
much money as possi- 
ble and buy everything 
in one fell swoop 
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OUCHJ OOF! GERROFF! ETC! 

Scampering through the tunnels is a hazardous experience. The five levels 
are packed full of traps, some of which are immediately obvious, others 
which are cunningly hidden. Setting th»m off causes a number of comical 
effects, as detailed here, 






Hmm, this loohs quite harmless... 1 W Arrrggghhhh! 







I bet these aren't very deep. 



Arrrggghhhh! 



You can avoid the many traps by simply walking around them or, if you're feeling 

more confident, by leaping over them. Although the bottomless pits are usually 

pretty easy to avoid, there are areas where several are placed together, meaning 

that some pretty accurate timing is needed in order to avoid a painful fall. 






I wonder what's through here. 



Arrrggghhhh! 





I bet these faces don't gob fir* as you pais. 



This is a simple room 
which requires good 
timing more than any- 
thing else. The exit is 
on the far right, but the 
only way of reaching it 
is to jump onto the 
Stepping stones which 
rise and fall out of the 
swamp. Oh, it's also 
worth making sure you 
have a certain object with 
you — but I'm certainly not 
going to tell you what It is 




Arrrggghhhh! 




Before Mutt can enter the labyrinth he has to take on the 

guardian pf the bridge. This is A simple beat-"em-up 
which is included to give you a chance tD get to grips 
with the controls. The best thing about this bit I* that 
you can't die, meaning that you can sit back and laugh at 
the comical mays the bridge creature inflicts pain on 
Mutt- Ha ha ha ha ha ha ha! 
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(Circle) To cater for all you beat- 
em-up fans, there are several Are- 
mas in which you have to fight 
some weird beings, However, these 
are pretty much hit-and-miss 
affairs. Because you don't know the 
moves available, you end up press- 
ing the buttons randomly — a tactic 
which tends tD work every time. 



to assist you in your quest, the game includes a helpful auto-mapping 
feature which 'fills-in' the corridors you've explored. Trouble is, the viewing 
area is so small that it's often difficult to work out exactly where you are. rf 
you're journeying back to one specific room — say the 
shop — you can spend more than ten minutes trying 
to find it, which is absolutely infuriating. This Is 
no exaggeration: i was honestly going to sling 
the CDS 2 across the room at one stage, And 

that's true. 
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(circle) Tunnels are boring. Especially Litil J 
DbvJI'i- I've worked out that the average m 
* stfifJf whfii walking casually is I.J I 
me-tees. Using a simple equation known I 
simply as 'making things up' I've calcu- I 
iated that in real terms there are over a ■ 
millidA miles of caves to explore. Which ■ 
makes this part of the game very, very 
■ # tedious 
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There are two ways to save the game: by completing a level (which 
takes over an hour and a half) or by finding a save game room (there's 
one on each level). In a game this size, this method is quite frankly 
'' ridiculous indeed, had ydU been able to save the gamp whenever you 
wanted, I'm sure Litit Divil would be getting higher marks all round. 
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If you run out of energy then the Angel of Death appears to whisk the 
defeated Mutt into his scary torture chamber. These animated sequences 
vary so you never know in what particularly horrible way our hero perish 
es. Until you've seen them all, that is. 
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ware publishers who don't listen to 
criticisms levelled at their games. Li til 
Divil was released on the PC a few 
months back, and the general reac- 
tion was "yes, it's a good game but 
there's too much wandering around." 
Now it's here on the Amiga, I'm sure 
most people will say the same. Like 
the original version, it looks beautiful 
and the main character is animated 
brilliantly. The sound effects are par- 
ticularly comical (especially the Cap- 
tain Caveman noises, which myself 
and Matt are becoming quite good at) 
and the slapstick nature of the traps 
makes for some wonderfully cartoon* 

like action. But the over-riding 

boredom quotient manages to 

negate all these pi us- points. 

You see, there is too much 

bloody wandering around. The 

makers claim that it takes 100 

hours to play from start to fin- 
ish, and that's probably true — 

but only because of the amount 

of time you spend trying to find 

the next interesting room. This is 

a shame because the actual puz 

zles and arcade sections are in the 

main very good, but locating them or — worse — flit* 

ting between them and the shop in order to retrieve an 

essential object is just plain boring. Okay, so there are 

the occasional traps to avoid, but once you've leapt 
over the fiftieth pit Or resisted the temptation to peer 
through yet another grilled window It all becomes far too 
samey. Surely a better way would have been to put the 50 
rooms back to back. It wouldn't have taken 100 hours to 
complete the thing, but you would have had a better time 
doing so. Sierra's Castle of Doctor Brain showed how you 
could do a game Involving logic puzzles and arcade sections, 
so if you're after that kind of thing then it's probably best 
to track it down {although you'd better have an ordinary 
Amiga because there's no CD32 version). Li til Divil is a def- 
inite missed opportunity, methinks. 



Absolutely no chance mate. The CD holds f«r loo 
much information, etc, etc etc Etc.. 
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UPDATES—UPDATES 




It looks as though 
CD12 owners will 
soon have as impres- 
sive a library of soft- 
ware as the old A 5 00 
owners! The updates 
just keep a-coming, 
and with the likes of 
Jetstrike and Out To 
Lunch, Matt 
Br o ugh ton certainly 
won't be a-complain- 
ing. For a few 
minutes at least. 



JETSTRIKE 

CD32 • Rasputin, • £25.95 
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tt^nd alone on this point but I 
thSnk Jetstrike is an excellent 
garde. Suffering from that age 
old prol^ni of 'not looking incredi- 
ble. ^J*therefore not really being 
n a chance', Jetstrike is the only 
flight gamdkiVe ever really enjoyed. 
^ It's sample, its fupptind it's got tons 
and torn ovKapora. I admit that 
the, control system is a bit dodgy but 
e tim^to get used 
blem^ 

much art 
ite. The 



imple, 
ind torn ot, 

.le, control s; 

****"*Sri<ae you t<sk 

to it. it s not a 

Setstrik* CD32 isn't 
\ update a* % complete re 



l game is novl accompanied through- 
out with CO tracks flat are a bit 
of a first for Amiga J 

games. I say thii 

> * Unless, of course, 

/\ you just say 
-pants', 'pants'. 
paats', 'pants', 
pants', pants'. 

f jy\ \ 



because they're not just tunes, but 
complete songs with singing and 
everything! This is quite novel, and 
works extremely well as it gives a 
certain Top Gun-ness to the feel of 
the game. Unfortunately, the singer 
on these tracks isn't a particularly 
talented chap, and sounds like some 
embarrassing would-be Karaoke 
champion, resplendent in crappy 
over-dramatic growl 

There are a number of these 

tracks, some with singing, some 

without, and though the tacky 'Fast 

Jet fever' and 'Drop The Bomb' 

*Vty*[/acks (featuring such Get 

Sttffecj-esque lyrics as 

"Drop the bomb, drop 



There's absolutely no way you'll 
ever get the word 'pants' into a cap- 
tion about a plane game. 




with three empty 'drawers' available 
to begin with. 

The bonus system has changed, 
now becoming point driven, award- 
ing the player with repairs, fuel, 
weapons, etc. at set score barriers. 
The scenarios have altered slightly, 
to include things like a stonking 
great Hercules for midair refuelling 
and the aerolympics has also been 
spruced up. 

The controls — though still tak- 
ing some getting used to — have 
improved a million times over, 
allowing very fast manipulation of 
the bomb. Drop ttw^aJLthe functions using various com- 
liiiiiTfr*ftTO<pVMti#**jflrt-rV. of the joy pad buttons. This 
bomb, drop the works in a similar way to Wing Com- 
bomb, any- mander. wjth various buttons acting 
where") hav)t« ^W^rflTTtTtefl' to allow extra func- 
becom* office tions. It's all a bit hard to explain, 
but if you can be bothered to work 
it out, it adds a lot to the overall 
enjoyment (being able to follow 
weapons on a remote camera, for 
example, is definitely a plus). 

I really, really enjoy playing Jet- 
strike, finding it tremendously addic- 
tive, and though people moan about 
the graphics and the control 
method, I think you'll find that they 
simply haven't bothered to play the 
game for more than about ten min- 
utes or so. 

If you're patient, and don't mind 
putting in a bit of time to get the 
most out of a game, I recommend 
you try Jetstrike. If you're lazy, and 
can't be bothered to give a good 
game a chance, join the other 
plonkers in a sadly long line... 



But I don't think that kind at childish and puerile humour has a home in 
the pages of The One. 



jokes, some of 
the instrumen- 
tals work 

incredibly well 
throughout. 
The graphics 
have improved ten- 
fold, with loads more 
frames of animation, plus a 
whole host of new incidental ani- 
mations (little men parachuting, 
sharfcs swimming, etc.}. There are 
also more aircraft available than 
before, and, as already mentioned, 
more bombs, nuclear missiles and 
destructive toys. 

Many aspects of the gameplay 
have been altered, especially the 
lives system which now allows you 
to crash more often without having 
to start the entire level again. Vou 
can also save your position to the 
CD32 at certain points in the game. 



OVERALL: 86% 
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©UPDATES—UPDATES 

CD STUFF Jt~~2 

THE RYDER CUP 

CD32 • Ocean. • £27.99 










wn. 



.Sk 1 



Anyone in possession of a March '94 
issue will be able to have a look at 
my original 79 percent scoring review 
of this Ocean release, which left me 
averagely unimpressed enough to 
finish my review with the words 
"Play before you pay/' Well things 
haven't changed much, and even 
though the game now appears on 
superduper CD, «... it's business as 
before I'm afraid, 

In Ryder Cup you can play as 
either Europe or America, compet- 
ing across four locations: The 



Ltdwit dtiun was one of the neuuer skills 
picked up by the creature:, of the jungle. 




Brian's back, and this time he's... 
The Lion! (Hurrah — the voices of a 
thousand readers who've come to 
expect such pathetic crap). Yes, the 
A 1200 version may've had 16 layers 
of parallax., lightening, snow, high- 
res scrolling and sky colour fades. 
Butt... 

Well, where to begin? The CD32 
version has given Brian a new lease 
of life, with spanking larger level 
introductions featuring transparen- 
cy effects and brand new rotation 
stuff (using the extra hardware 
found inside the CD32), additional 
bonus challenge levels such as 'Cup 

n' Ball' and a card gambling game, 
not to mention the brand new mis- 
sion levels. In these all-new levels, 
rather than just having to get from 
one side to the other, Brian has to 
perform simple tasks such as rescu- 
ing a number of caged animals in 
under two minutes. In another, 
Brian must hunt for hidden treasure, 

while in yet another Brian must 
find water for a herd of thirsty 
elephants. Cripes! 



Additional standard levels have 
been included, featuring new graph- 
ics and puzzles, along with a num- 
ber of new monsters, objects and 
obstacles (eg. spinning blades, lifts, 
smoke blowers, etc) and, in fact, at 
one point Brian even drives a buggy, 

Along with all the graphic extras, 
Brian's music has become as CD-like 
as you could hope for, with 40 dif- 
ferent pieces for you get your teeth 
into (or ears if you're an annoying 
traditionalist). 

The joypad makes the game that 
bit more consolesque, but I still level 
the same criticisms at the CD32 ver- 
sion as I did at the original — and 
that's the weakness of the Brian 
character himself. Somehow, I just 
find it hard to get much in the way 
of 'King of the jungle' vibes from 
the poorly dressed chap, and he just 
leaves me cold. 

Still, this is definitely the best of 
the versions available, and worth a 
look at. 

OVERALL: 83% 



EMMINGS 

CD32 • Psygnosis, • £29.99 




Belfry, The Fields, The Island or The 
Village. The control method isn-: 
exactly unusual, being a traditiona 
'stop the power bar as it goes rounc 
the circle' affair. Chip and slice auto- 
matically kick-in should your timing 
be poor enough to miss the target in 
this simple reactions test, with club 
selection being done for you by ar 
invisible caddy. 

The Standard camera views are all 
available, but, due to the length of 
time wasted calling them up, these 
are seldom used by anyone wanting 
to get on with the game 

This remains a reasonable, 
yet tremendously unexciting 
golf game that might tickle your 
fancy, but more likely won't. 
Play before you pay, Again. 

OVERALL: 71% 



Do I really need to say too much about 
this game? I think not. Lemmings is 
one of those major milestones an the 
computer games highway. A bit fur- 
ther along than Space Invaders and 
Tetris, but just as important. 

As everybody should know, you 
have to guide a hapless gang of 
stupid Lemmings across a billion and 
twelve levels, making use of various 
skills and abilities to cross vats of 
lava, bottomless pits, and obstacles 
of a generally obsticular nature. (I 



only use words like that to annoy 
Harry and his spell checker) 

As is usual for games in this sec- 
tion, there are no enhancements to 
speak of, but at least CD32 owners 
new to the world of games can have 
a look at a modern miracle of origi- 
nality and addictive gameplay. £30 
feels a bit steep for such an old 
game, but er... there you go. I don't 
make up the prices, I just play 'em. 



OVERALL: 87% 




OUT TO LUNCH 

CD32 • Mindscape, # £25.99 

Pierre Le Chef proved to pretty 
popular with Lord Byron back 
in July (to the tune of 90 per- 
cent no less!) and now all you 
CD32 owners can take a piece 
of the action home, because 
here comes Out To Lunch on 
that shiny thing we call CD. 

In true console fashion, ^^B 
Pierre Le Chef has to run and leap 
around a number of platform-filled 
levels, stunning and capturing various 
veg with his flour bombs and net 
respectively, dropping the necessary 
ingredients into a cage to complete 
each level's recipe. To start with, 
things are fairly easy, but as you 
progress through the five countries 
on offer (France, China, Mexico, 
Greece and Switzerland) evil rotten 
veg start to appear with mutant 
potatoes, blimmin' hot peppers and 
smelly flying eggs chasing you all 
over the place, 

Teleport chambers are scattered 
around the levels and, along with var- 



Not much room for a caption! 
ious springs, moving platforms and 
bonuses, go towards creating the 
standard platform scenery we've 
come to know and love. 

The game profits from the CD32 
joypad, allowing a number of varia- 
tions for your bombing, jumping and 
netting activities, but other than thai 
the game remains unchanged. All 
your favourite, annoying and catchy 
tunes are still in there, along with the 
bonus items and levels. 

So what else is there to say really? 
Er,.. not a lot — just go and buy it! 

OVERALL: 90% 



MAVERICK 

MAIL ORDER INTO THE 21 ST CENTURY 



MANGA 




MANGA • KISEKI . CRUSADER . ANIMANIA 
ANIME PROJECTS • ANIME UK WESTERN CONNECTION 

ALL MANGA VIDEOS AMD MERCHANDISE IN STOCK 



PHONE OUR CHEDIT CARD 
AND INFORMATION HOTLINE 

0989 767 655 



FREE CATALOGUE AVAILABLE 

MAVB3CKMAIL 

PO BOX 7, ROSS ON WYE, HEREFORDSHIRE. 
TEL:D9S9 767655 FAX: 0989 768563 
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WANT TO CHEAT!! 

Tips And Cheats Booklet 

Consisting of Tips, Cheats and Level Codes for 

over 2(H) of the most popular 

Amiga Games 

Please send cheque p.o. for £ 2,95, 

made payable to S. FFORDE 

Feather stones, Penhallow House, 

33 Carbery Avenue 

Southbourne, Bournemouth 

Dorset, BH6 3LN 
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0480 498889 

Fax; 0480 496179 

Open 5 days a week 
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DARKMERE 

DARKSEED 

D-DAV 

DEM0MANIAC 

D-GENERATI0N 

DREAM WEB 

OUWEON MASTilWrlftOS 

ELFMAN A 

EMPIRE SOCCER 

£KILE 

EYE OF THE BEHQLeEn 

FIELDS OF GLORY 

FH0NTIER - ELITE 2 

GRnHiiW GOOCH C».ICKET 

GUNSHIPJO0O(A1KM)| 
HARPOON V.I 21 
HEIMDALL 2 
ISMAR 3 

gAMESTOHUafAlSOOl 
JET STRIKE 

K230 
KGB 

KICK OFF 3 
KID VICIOUS 
KINGMAKER 
KINGS QUEST 6 JA12D0I 
LEMMIIMS 2 -THE TRIBES 
L. B-EHATION - CAPTI'.'E J 
MAGICIANS CASTLE 
MARIO IS MISSING 
MIG 29 - SUPERI FHJCWJM 
MONKEY ISLAND 

nxFunawKeoif 

MOOWSaiG ADVENTURE 

ON THE BALL 

OVERLORD 

PINKIE 

POLICE QUEST 3 

RUFF'N 'TUMBLE 

FiOBInlSDNS HEQLIEM 

SABRE TEAM IA12M I 

SEKS1HLE SOCCEP IITT.EDnCh 

SIERRA SOCCER 

SIM ANT 

SIM CtTY CLASSIC 

SIM CITY DE-LUXE 

^iMc^Hracraiimfi 

SIM EARTH 
SIM LIFE 
SrMONTHE SORCEHER 

SPACE QUEST 3 
STARDUST 



21.99 
1&.90 
15.99 
10.99 
19.99 
9 99 
16 99 

18 99 
24.99 
28 99 
15.99 

19 99 
19.99 
19.99 

9.99 

12.99 

9.99 

16.99 

22.99 

22.99 

16.99 

10,99 

16.99 

19.99 

19 99 

13.99 

16 99 

9,99 

9.99 

17.99 

22.99 

9.99 

9,99 

26.99 

10.99 

10.9S 



STREETFIGHTER 2 10.99 
SUB 19.99 

SUPREMACY S.99 

SYNDICATE 21 .99 

TACTICAL MANAGER 19-99 
WltnWvHtft&'FHlWttF 16.99 
THEME PARK (A1 200 1 23 99 

■ T HEME PAfl< lASSCiOT GAU 
THESEnLEflS 24.99 

TOP GEA-8 2 i'A1 2IW | 17.99 

.TRACKSUITWUIAGER94 17.99 
TRAPS ■N'TRFJSU REE 17.99 
TWILIGHT 2000 22,99 
m ■ ENEMV JNKNOWN 22.99 
ULTIMATE PINBALL 20,99 
UNIVERSE CALL 

VALHALLA 19.99 

WING COMMANDER 9.99 
WCHLD CUP COMPILATION 19.99 
WORLD CUP USA 94 16.93 
30 SUMMER SI22LERS I 

.AWARD WINNERS 2 17.99 
BAT 2 11.99 

BOBS BAD DAY 8 99 

aPiLTTfL SPORTS JODTBAa 7-99 

• CARDIAL fi99 
CHWPljemPMWCEFStl^ 11.99 

. CURSE DF ENCHANT -A 699 
DREAM TEAM 10.99 

• EXCELLENT GAMES 17.99 
F1 5 STRIKE EAGLE 2 8. 

.F117AWGHTHAWK 18.99 
FURY0FTHEFURRIE5 9.99 
GENESIA 16.99 

GOAL 8.99 

HEH0 QUEST 6.99 

«U'I5 ■ "He JLRKSSIC RASE 9.99 
LEMMINGS 2 10.99 

MANCHESTER UNITED 14.99 
MAN»C MANSIONS 7.99 
NIGEL WAN5ELLrA120Ti 9.99 
PREMIER MANAGER 9.99 
PREMIER MANAGER 2 11.99 
PRIME MOVER '?I'K? 

SECOND SAMURAI 16.99 
SENSIBLE SOCCER 13.99 
SPEEDBALL2 6 99 

WAR IU THE GULF 7.99 
200L 7.99 

200 L (A1200) 10.99 

J 0V STICKS 

MAVERICK 7.99 

THE BUG 10,99 

SPEEOKPlS AU'QHHb 8.99 
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IN THE OCTOBER ISSUE OF 
3 CREUIEUJ... 

Sid Meier's Colonization 

It's been a long time but the follow-up to Civilization is HERE, and it's reviewed 
ONLY in PC Review? 



PLUS 

• Why buy a new PC when you can rent? it could work out more cheaply - we 
explain how. 

< The future of sound: we look behind the scenes at Creative Technology, the 
people behind the Sound Blaster. 

* Give your sound card the speakers it deserves - four sets of speakers reviewed 
and rated in our definitive test. 



• Who owns who? How the PC games publishers are slowly but surely becoming 
part of Hollywood - a special PC Review investigation, 

• Be the firsi lo play MicroProse's Transport Tycoon, with PC Review's special 
cover disk extract. 
- All this and a free CD-ROM on the cover, too. This must be PC heaven! 



PC Reuieur October 1QQ4 

In the shops on September 15th 

Reserue your copy NOW! 
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You won't believe this, but Harry has joined the Replays team and written his 
first ever review of a game! Yes, incredible, isn't it? Anyway, to find out 
what he. Matt and Andy think of the latest budget releases, step this way. 

KGB 

The Hit Squad 

£14.99 




Like Empire's Maelstrom, 
Supremacy (originally touted 
as Virgin's answer to Eiite, 
believe it or not) is a vast space strat- 
egy game, where the aim is to 
achieve both military and economic 
domination of four different 
planetary systems, 

Unlike Elite, however, 
there are no impressive 
3D polygon bits, very 
few space battles and 
not even the slightest 
mention of Cobras, Asps 
or indeed reptiles of any 
kind. No, Supremacy focus- 
es on the rip-roaring excitement 
of resource management and plan- 
ning, and while it doesn't boast 
adrenalin-pumping 3D battles as you 
govern your populace, organise your 
farms, churn out new weaponry and 
train your troops, there are some 
rather nice and fetching menu 
screens to keep you occupied. Golly 
gosh, I think I'm arriving. 

Success in Supremacy requires a 
combination of strategy and good 
fortune, and while you juggle 
resources and build up your space 
navy, you also have to make impor- 




tant moral decisions. How do you 
want to govern your planet? Do you 
jack-up production, work your engi- 
neers into the ground, tax everyone 
to the hilt and sacrifice entire fleets 
ruthlessly in the pursuit of power? Or 
are you the kind of ruler who's [ 
kind, wears flowers in his j 
hair and is, dare I suggest j 
it, benevolent? 
Whatever your eventual I 
strategy, things are far; 
from easy and while you j 
tinker about with your: 
home planet, computer- \ 
controlled commanders in j 
the three other star systems are j 
secretly plotting your downfall. 

And that, in a Nuttall, is Suprema- \ 
cy — kill everyone else {in a very; 
strategic way, of course) before they j 
mangle, crush, pulp and overwhelm j 
you It's an absorbing game, at times j 
complex and extremely difficult, but j 
it's now beginning to show its age. j 
Like Maelstrom, it becomes extreme- j 
ly repetitive after playing for a while, j 
and the whole thing starts to get very; 
dull very quickly. Shame. Still, kind of] 
groovy- ish if you're a sad strategy! 
freak. [MB] 



And who 
said that our 
streenshots 
Aren't at all 
interesting? 




Comrade Byron gave KGB an 
ideologically pure 86 percent 
when he reviewed it and who 
am I to question his excellency's judg- 
ment? Well for a start, it was blind- 
ngly obvious to me from the word 
go that Golitsin's murder was art 
inside job, and that my boss Vavlov 
was implicated. In fact, I was so sure 
I was right, that I attempted to shoot 
Vavlov the first time I saw the ugly 
old git. Apparently you are not sup 
posed to do this. 

Playing the game was easy as pie, 
a nice pork and apple pie with no 
gristle and lovely soggy pastry. And I 
should know, because constant 
humiliation at Sensi (although I've 
managed a couple of draws with 
Matt recently, so yar boo sucks I) is 
my only real experience of the won- 
derful world of Amiga games. So if I 
can pick it up in 1 minutes, any fool 
can. The only real pickled-egg in my 
sandwich box was the disk changing. 
For some reason, the game refused to 
bad on Our hard drive. The boys said 
it would be good experience for me 
to play it anyway. How clever and 
amusing of them! 

There are five disks. Our A 1200 
played the tart and sought the atten- 
tion of a different disk every minute 
or two. I'm not fibbing. And you have 
to press the mouse button to load 
each time. Every time. Andy tells me 
this is "a bad thing" and the result of 
cack programming. I don't usually set 
any store by what he tells me but I 
think it's fair to say it detracted from 
my enjoyment of the game. When 1 
played it at home, my AS 00 seemed 
even more promiscuous. Andy 
assures me it 
was my imagi- 
nation. Could it 
have had some- 
thing to do 
with the fact 
that I forgot to 
save my game 
and had to 
start again? 




What with my I 

brain being the size 

of a planet and all, I had all the 

moves off-pat. The disk swapping 

was interminable, 

I'm not sure what gameplay is, but 
l suppose I should say something 
about it. Things in KGB happen logi- 
cally and, as long as you have a good 
memory, you'll be able to muddle 
through pretty efficiently. You can 
also use a 'back-track' feature which 
allows you to return the point in the 
game just before you made your 
major cock -up. So, KGB is not too 
hard on failure. Which is a 'good thing 
for a novice like me. But, what I 
would like to know is, presuming you 
finish the game, would you ever want 
to play it again? Are you meant to? 
Still, at 15 quid KGB might seem like 
good value if you're last two trips to 
the movies were to see Last Action 
Hero and The Flintstones. 

KGB is an 'adult' game too, SO not 
only can you hurt and kill people 
(which we all know, controversy seek- 
ers, is quite literally childsplay) you 
can also ask people for sex. Of 
course, because this is a game, they 
always say no. In real life Simon says 
they always say 'no' too, but that's 
another story... Sex in KGB is pretty 
silly stuff, though if I were a woman 
I might be a bit peeved by the school- 
boy stereotyping. But then all the 
characters are stereotypes, so maybe 
I'd be daft to take any of it seriously. 
Oh yes, KGB is an RPG, (will that do?). 
[Harry Atri II. Yes, really!] 



OVERALL 



.75%; 




What does KGB 
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Ah, another platform 
game. Oh joy. As if 
there weren't 

enough of these bouncing 
and boinging gems about on 
the Amiga at the moment. Do 
we really need another one? 
Do we? Okay, I know this one is 
cheap but despite a new theme and 
a different hero you still end up leap- 
ing ledges, hitting meanies and grab- 
bing assorted flashing bonus do- 
dabs. Or is that grabbing meanies 
and leaping do-dab bonus things. 
Whatever ... 

So, it's not with the greatest 
enthusiasm that I come to Prehis- 
tank, a dated platform romp that 
involves the up-and-down, platform- 
hurling antics, of your average Homo 
Erectus, the caveman. 

Well, what else did you expect? 
It's all very simple in Prehistorik you 
control the nimble, loin-clothed hero, 
guiding him across a number of 
sprawling levels, bashing dinosaurs 
over the head, collecting bonuses 
shaped like bones (hilarious bone- 
uses no doubt. Ho ho ho. — Simon) 
and leaping deep chasms in a single 
bound. Genre-shattering? Not even a 
little bit. 



Watch out Steven Spielberg! 

And that's really about it. Prebis- 
torik looks quite pretty, moves at a 
fair pace and the animation is alright 



h rough the shimmering 

exhaust heat, the cars await 

the green light Through hel- 

! met visors, the drivers are breathing 

I heavily...'' Hmm. 

If you weren't fortunate enough 
j to catch Team 1 7's Overdrive the first 
I time round, then you're a git, How- 
' ever, now's your chance to pick up 
this groovy racer — one of the bet- 
ter racing games to have graced the 
Amiga — at its new bargain base- 
ment price, 

Like Micro Machines and the old 
coin-op Super Sprint, Overdrive is a 
[ top-viewed arcade driving game, 
! filled with twisty, tortuous circuits 
j that test your joystick skills to the 
i limit. Whilst driving a tiny 4x4 around 
i a dinky track may look like a piece of 
i cake, it's deceptively difficult, calling 
| upon skillful timing and a tool head. 
Overdrive offers five different see- 
I narios and the chance to race Grand 
I Prix cars, sports coupees and Dirt 



And all this while computer-con- 
trolled opponents hound you like. 
er... computer-controlled houndy 
things. 

What it all adds up to is fast, fran- 
tic racing, and to make things even 
more interesting, the tracks in Over- 
drive feature ear power-ups and 
bonus col lee tables (including turbo 
boost, added traction and in-game 
refuelling) that help improve your 
car's performance during the race. 

Although by today's standards, 
Overdrive doesn't do anything radi- 
cally new, what it does do, it does do 
very well indeed (does do do does? 
— Simon). Obviously there isn't a 
huge wealth of gameplay crammed 
in here (just drive round and round 
and round and.) but, if you fancy a 
quick and uncomplicated racing 
game that's not bogged down by 
realism, then Overdrive is a great 
budget buy — just watch out for the 
long loading times. [AN] 



G.P.CIRCUIT 



ish, but the gameplay is mind-ruimb- I Track vehicles over a variety of racing 
ingly shallow and despite the fact [environments such as deserts, city 
that the game doesn't present much j streets and even windswept glaciers, 
of a challenge beyond the usual 
'jump, bash baddie, collect chicken 
drumstick, jump again', you don't 
really get the feeling that you want 
to progress past the first level. Well, 
I didn't anyway. 

Frankly, it's boring. Extremely 
tedious, in fact. There are much bet- 
ter platformers around than this one 
and despite the fact that it's now 
bobbing about in the bargain buck- 
et, if you want a decent ledge-lea per, 
why not pay a bit extra and get a 
game with some imagination.., [MB] 
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RORKE'S 

Impressions 



DRIFT 





Watch out for that huge sign thing in the middle of the track! 



o 



£7,99 

Mention the words 'strategic' and 
'wargame' and more often than not 
readers will scream "Aieee!" and run 
for the hills. Yes, sadly the genre doesn't 
exactly embody excitement and although 
there are a multitude of wargame fanatics 
who like nothing better than to move 
armoured divisions around hex-based game 
maps, for most of us, we'd be happier sat for ten hours watching 
strawberry jam congeal on a stainless steel sink. 

Can you make it more exciting though? Well, yes you can, and 
ftorke's Drift from Impressions trie* to do just that. It's January ZZnd, 
1879 and 4,000 Zulus are massing for an attack on Ftorke's Drift, a sup- 
ply depot manned by 137 British soldiers. Wait a minute,.. 117 against 
4,000? How can that make for a good wargame. Sounds like a mas- 
sacre waiting to happen. 

Not quite, Jtorte's Drift is not a fictional battle, it really happened 



thin red line managed to hold out for 12 
hours against these overwhelming odds. 

Using an isometric 3D viewpoint, you take 
control of the British troops, deciding when 
to advance, retreat, rest, aim, fight and fire. 
Each man has his own individual statistics 
and only a brilliant strategy can keep the 
Zulu warriors from the perimeter barricades. 
Did you know that renowned democrat and 
nkhata big-shot Chief Mangasuthu 
Buthelezei was an extra in Zufu? Not a lot of 
people know that,,. 

With its 3D graphics and intuitive control 
system, ftorke's Drift is a good example of how wargame* can cross 
over into the mainstream. It's not perfect by any means, the graph- 
ics look dated and blocky and the game is often very slow. It's also 
a shame that you can only fight the one battle but the Horfce's Drift 
episode is pretty damned involving. All in all, it's a huge strategic chal- 
lenge and if you're looking for a go-cvd but uncomplicated introduc- 
tion to wargamtng, you can't go far wrong with ftorke's Drift. [MB 



(though probably not like what Michael Caine done in Zulu) and the 
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Dear Newsagent: 

Please reserve me a copy of CU AMIGA, 
Britain's most up to date and exciting 
magazine for Amiga technical and games news, 
previews, reviews, tips and advice. 

Name:,....., , 

Address: 



Postcode: 



CU AMIGA is distributed by BBC Frontline 



^^m 



wmmm 









If you're after tips 
then you've come to 
the right place. 
Especially if you're 
interested in handy 
hints for Heimdall 2. 
Valhalla, Kid Chaos 
(or whatever they're 
calling it now), ishar 
3 and loads and loads 
and loads more. 
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. Even the most experienced. adventurer would have trouble get 
' ting very far in. tore's great graphic adventure — if it wasn't 



for our easy-to-use players* guide, that is! 
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that looks, like a 
.Open the 
s of the 



—■ to 

rt, then ta 

■ 

..aw to tadrie's village, 
th?^t make peace with- 
tadrfc by giving him tho 
•circulai'eOfnMTOp pub I 
to get further informs- I 
tion about your quest I 
Back m Runk s village, I 
visit Rurik again and give P 
him the letter from 
Eadric, and you'll get a 
pass for the King's 
Castle in return. , 
At the Kings 
Castle. give J 
your pass to ' 
the guard. To 
find out what 
to do nest, talk 
to the servant 
girl, find the 
room with the 
large picture whose 
eyes follow you. Press 
fire in front of the picture 
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King'] brother. 

Give this letter to 

, the King to make 

I his adviser go 

f away, deactivat- 
ing the force 
field at the top of 

the stairs. To make 

the missing flngr 

■ ■ -* 

• appear, shqpt; arrows 
• -into <h* three holes. 
Noft t'Gu can qet the fir 



to reveal a secret entrance. Enter the - pjeee of fto' geld k ■ ^ 

bedroom and press the button on do to the fisherman's 
the bedpost to get the signet ring, hut and presi fire in ■ 
Give the ring to the guard, kill front of the cup- m 

the Hakrat and take board to release 
the letter from the the fisher ms^. Visit 
Loki's shrii 
save the fi 
daughter J 
youai 
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Utgiird . 
SpeaV.to th* dyificj majjpn 
the. battlefield and . then, 
shoot afi arfbw into the 
circle of fire to enter • 
the half-world. Go 
back and speak to the * 
man again. Shoot 
another arrow into the " 
circle to ewt the half- wo rid, 
and take the dying man's 
irmour. Put it on so you can 
enter the castle. 

Give the letter from the 
dying man to the King to 
get another letter in return, 
Take the rainbow ring from the 
table and go to the Giant's Isle, Fill your 
flask in the ke God's roam and throw 



it on the fire in the Fire God's room 
Return to the Ice God and cross the 
bridge. 

Throw the rainbow ring into the 
sphere of light and at the Giant's HQ 
push over the candle and take the tal 
isman, Head back to the Hall of Worlds 

Utg4r d 2 

At the Lbst Clan Isle, push the piece o* 
k«*ac] tdwards the rat who wTill oper 
:efl 104 yod. Giva the letter to \ht 
'arven Kipg and take the n< 
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stgps and taw 
the ,1 secdnc 




'g#l^ 1 ror 

3Slstor* 

Now reiurn tc 

the Mall of World* 

Go back irito^Utg-ird 1 Sndgiv, 

itfr tD the King. Take the tahsmar 
.# ., . ■ _ _, *V _ . _i-_ . . 
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Her'ker'yn ..,*■.' 

At the Druid 's Grow, speak tonhe Drue 

• an'dtgo into thetnap screen. AMhe v* 

lage,. Hci 1 1 the Dakta insjde rhf 

armourer* Speak to the" man who* 

making a sword and then tjke tt 

" Kit I the Dakta inside the pub anc 

both the dakta s in the room then gc 

back to the map screen. 

At the Dakta HO. jump down pa« 
the spiky ball and go into the alcove 
Press the switch to make the step* 
appear. Go into the room with a pile c" 
gold and press fire in front of the mac 
on the wall. Kill the mirror reflection o- 
yourself, then the- OdklA and caki* u 
talisman Get across the tiles using due* 
from the scroll. Shoot arrows into th* 




mouths, Jpke the ihjrd piece of, Ro*ge1d 

and return to the Hall of, Worjds. " - 
"■»■■* ■ ■ 

. ' - * "■ 

Tal'ker'yn- ■ . 

GO. into the Death God4e*5*«i 

room" and .ktll/FieimddH tin(i_ 

Ursha by walking into the statu i ■ 

Walk by the light that appears on the 

wall and take the crown and the Holy 

Symbol. Exit the room to bring the 

characters back to life. Go into the 

Judge God's room and place the crown 

On his head to be judged Take |he Holy 

Symbol 

Enter the Air Goddess's room and 
walk into the lightning to teleport Take 
the shield, armour and helmet. Discard 
the helmet in the main room to make 
the bridge appear, then take the holy 
symbol Next, go into the God of the 
Wear's room, kill him and take the Holy 
Symbol. 

Go into the Light Goddess's room. 
make your way across the tiles and take 
the holy symbol. Now head tor the 
Nature Goddess's room and lake the 
seeds from three of the plants: the one 
to the right of the grass that looks like 
a big red bod. the plant just below it 
and the one in the bottom left hand 
corner Discard them in the patch of 



the yite'e ht*adi anp 1 w*lk through tht 

ttaor Ptic&a dragoirVf leotti on «pch 

f*d m circle on the fJooMptcMhetn up 

with* the left button then" prest ihe 

, r*grj button to separate them} then 

, walk into- th» mam circle to b& tele- 

porled 

Walk back by the dragon's head and 
exit the room. Kill the chief hakrat and 
go in 10 Loki's room. When you are tele- 
ported into Baldur's room, Ander will 
tefepori you once again, 

Sho K«r'yn 

Make your way across the tile, saving 
your game, and kill the double Heimdall 
and Ursha when you have completed 
the tile sectron. Walk through the gate 
and ihen to the room where you will 
find a Ro'geld and ihe shadow of a 
character. Turn around so that the 
shadow is fating the Ro'geld and press 
fire to ret neve the Ro'geld. Exit this se<- 
tion and go into the room where you 
will find a dakt,» 

Kill the dakta and chop the rope on 
the wall Now walk across the wood 
plank into Ashok's room. A&hok is invis- 
ible so just throw the Ro'geld at him. 
Go mlo Loki's room for the final con- 
frontation and the end of ihe game 




•Many thanks kidded go to MrP *.•[>'. 

Kerringham from Lincoln who had "enor- 
mous fun finishing ClockWiser" and 
thought he'd send in all the codes so that 
everyone else can have a go. Thank you 
good sir. We all love you. 
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Go tto the'e tospd 4qo? at 
the*end* of the torndor elad 
pla'ce th^holy symboJs on the 
•spates on Ihe floor. Pat the 
shipfb in front of trie laier Nght and 
take the last piece of Ro'geld Go back 
to Ander in the garden and take anoth- 
ci symbol, then return to the Hall of 
Worlds. 

Return to Hpr'ker'rn and give the 
hoty symbol to the Druid. Walk through 
the gate in the trees and ihen onto the 
turtle's back. Take the fire sprite who 
will telrpori you to Ihe Hall of Worlds 

Nifi'beim 

Walk toward the lava onto the fire boat 
,iin.i li'-iMhedragon'steeth When you 
get to Loki's daughter their, will be a 
secret door to her right. Fire arrows into 
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LEVEL 3 

Pick up the cement from the tcmb 
beside you, and drop it on one of the 
broken floor tiles. Walk on it then pick 
up the monocle, the door key and the 
Kirhy grip and then operate the large 
drain to the right and take the arrow. 
Operate the tap, take the apple and put 
it on the tree stump. Put the arrow on 
the crossbow, operate the (ever and 
take trie toffee from inside the apple, 
Insert the toffee into the Toffee 
Lover, and take the Potion of Seeing 
and the Green Fingers Potion from the 
chests. Ope rate the drain (near the tree 
stump) and take the seeds. Walk to the 
wall near the drain where you found 
the arrow, and drink the Potion of 
Seeing to see the door. Quickly unlock 
it and pick up the book of relatives, the 
bag of sand r the book about the River 
Keepers and a bottle of Stamina from 
one of the drains. 



Poets Tomb. Put the poet- 
ry on the tomb, drink the 
Lyrical Potion and then 
look at the poetry. Pick up 
the slippers and give them 
to the Grandad as 
explained in the Book of 
Relatives, Take the toffee 
and insert it into the Toffee 
Lover on the right of the 
room. Take the cannon 
ball and a bottle of 
Stamina. Insert the cannon 
ball in front of the cannon 
then drop the lit match on 
the back of the cannon to 
blowup the rock. 

Operate the drain and 
take the quill, then return 
the monocle to Uncle 
George after taking the 
cross. Put the French 
drama on his coffin and 
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Valhalla. A mythical place where ex-Vikings eat, drink 

and hurl axes at things. This little bloke waddles up to 

the big table and squeaks: 'It's in my pocket!' Odin 

waves his hand in the air and 20 of the biggest blokes 

you've ever seen leap out from behind a bear-skin wall-hanging and 

beat the living crap out of the little prat. That's my solution, that is. 
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Put the seeds in the tub of earth, 
operate the tap and take the flower. Go 
back to the first room and put the flow- 
er in the vase, then take the poetry and 
Ring of Goodwill from the chests. Put 
the ring on the Altar of Dispute, then 
take the white dove, go back to the first 
room and face the River Keeper. Select 
the white dove and look at it while it's 
still in your rucksack to cross the river. 

Pick up the French drama and pull 
the lever. Cross to the door on the left 
hand side of the room. Insert the Kirby 
grip into the lock and enter the room. 
Operate the drain near the River Keeper, 
and read the book about the sweet, Put 
the sand on the floor tile in front of the 
sweet, then walk on the sand to take 
the sweet, Pick up the kettle and the 
match, then put the kettle on the floor 
and fill it with water. Put the match on 
the grill, remove it when it's lit then put 
the full kettle on the grill. Take the key 
when the kettle whistles, pull the lever 
and exit via the newly-opened door, 

Get the song sheet and go back to 
the room where the cannon is. Insert 
the toffee into the Toffee Lover, then 
take the Lyrical Potion and find the 



take the English version. Drop the quill 
i n to I h e in k wel I , and take t h e Globe of 
Wisdom and the Hercules drink from 
the chests. Go back to the room with 
the disappearing sweet and face the 
River Keeper. Look at the Globe of 
Wisdom in your rucksack, then cross 
the river to find Shakespeare's drink. 

Put the English drama on Lord 
Monty's coffin, drink Shakespeare's 
drink and then look at the play. Go into 
the room where Grandad is lying, drink 
the Hercules drink then pick up the 
piano, Go to the Musicians tomb, drop 
the piano then operate the piano keys. 
Pull the lever to enter the next room. 
Drink the Green Fingers Potion and take 
the leaf from the bottom left plant, 
then go to the herbal i st' s bowl a n d take 
the Healing Potion for Lord Monty who 
gives you an official plate. 

Back in the room where you found 
the plants, give the toffee from the cor- 
ner of the room to the Toffee Lover, 
and take Fluffy the teddy bear and the 
choral drink from the chest. Give Fluffy 
to Manny and take the door key. Put the 
song sheet on the singer's tomb in the 
cannon room, drink the choral drink 



and look at the song sheet. A door 
opens to the room containing Lord 
Charles: operate the drain and take the 
Royal Seal. Put it on the Royal Note and 
this opens two chests. Take the lucky 
heather and the Wizard's wand- 

Place the lucky heather on the 
Gypsy's tomb and take the Bad Luck 
Horseshoe, Put it on the mirror in the 
room where you found the disappear- 
ing toffee to change into a Good Luck 
Horseshoe Find the River Keeper who 
lives in the same room as the Musician's 
tomb. Face him and look at the 
Horseshoe, then on the other side of 
the river pull the lever and take the 
gem. Enter the room you've not yet 
explored to find the recipe which 
changes into dough when placed on 
the Cook's tomb, a stone tablet with 
'TWO' written on it, and a plank. 

Take a candle from the Artist's tomb 
and drop it into the candle holder. Take 
the door key and a book which tells of 
the brave boy who confronted the faces 
of evil to find out which way to insert 
the red gem, Insert the gem into the 
third evil face from the left to become 
a wizard for a short time; rush back to 



the Wizard's tomb, 

put the wand on it 
and look at it. Put the 
blank canvas on the 
Artist's tomb, take the 
portrait and put it on Lord 
Terry's tomb, Then take the 
second plate. 

Open the relevant door with your 
key and speak to the ghost of Lord 
Charles. Put the cross on the Priest's 
tomb and take the funeral wreath, put 
the dough on the grill and take the 
Bread of Plenty. Put the plank on the 
Carpenter's tomb, then find the River 
Keeper who responds when you look at 
the Bread of Plenty in your rucksack. On 
the other side of the river pull the lever 
and take the Blade Resist potion. In the 
open chest you'll find a Potion of 
Sermons and a bee. 

Put the Funeral Wreath on lord 
Charles' coffin, drink the Potion of 
Sermons then look at the wreath, Take 
the staff of Honour, In the same room 
drink the Blade Resist potion and take 
the saw. Drop it onto Lord Diabolis' cof- 
fin then wait until the potion wears off 
and touch the saw. Look at Lord 
Diabolis' face, 

Find the final River Keeper who 
responds to the Staff of Honour then 
pick up the picture of the King from the 
other side. Drop the three objects of 
worth into the mixing bucket: when the 
Prince sees it, he will say 'To be King', 
Go back to Lord Diabolis and say To be 
King', The saw changes into the last 
plate. Back in the room with the ban- 
queting table, put the plates on the 
table. Keep moving them around until 






you get the combination right to open 
the door. Make sure you've got the 
white dove, the Globe of Wisdom, the 
Good Luck Horseshoe, the Bread of 
Plenty and the Staff of Honour in your 
rucksack. As you sail down the river, 
present these objects to the hands that 
reach from the water to get to level 4. 

LEVEL 4 

Operate the floor tile next to the start- 
ing square and read the book about the 
level story. Pick up the match from the 
bottom of the room, and light it on the 
grill. Operate the tap so the fire goes 
out and take the chicken leg. Insert it 
into the carnivore to open the two 
chests, then take the record and the 
necklace. Pick up the paper with 'Hello' 
written on it, pick up the warming pan, 
the phrase book and the paper with 'Go 
to sleep' written on it, then operate the 
floor tile it was on and take the small 
coin. Put the record on the record play- 
er and pull the lever, then put the 
warming pan under the tap spout and 
operate the tap. Put the lit match on the 
coals to relight the fire then put: the 
warming pan on the grill, Put the warm- 
ing pan on the bed and take the Sleep 
Spell, Put this in front of the Councillor 
and take the Potion of Voices, 

Stand in front of the beastie by the 
door and drink the potion, then look at 
the paper that says 'Get to sleep', The 
beastie disappears, Put the small coin 
on the black paint and take the penny 
black, Put this on the stamp album and 
take the key to unlock the door. If you 
try to unlock the door while the beast- 
ie is still there, you will die. 

Travel up the passageway and avoid 
the open. door. Pull the lever which 
allows you into the room on your left. 
Take the pieces of paper with 'Yes' and 
No' on them, read the book about the 
Councillors, walk to the Bishop's hand 
on the left and operate the floor tile in 
the corner to find the dentures. Go back 
to the first room and put the dentures 



in the glass by the bed to get to the 
room on the left. Leave the picture of 
the Pnnce and his father. Put the can- 
dle on the Bishop's shrine and the book 

you found in the first room with the 
cross on the front. Operate the floor 
tile by the Queen's shrine and take the 
coin. 

Go back to the room where the 



guilty slave is and insert the coin in the 
telephone: a voice says 'Hello 1 . Look at 
t he p iece of pa per that also says 'Hello' 
to answer. Take the Bishop's staff and 
the piece of paper which says 'I want 
a summons'. Go up to the door at the 
top of the passageway, picking up the 
flower on the way. Pull the lever to 
open the door then go inside, this is 
the Councillor's chamber. Pick up the 
piece of paper which says "You are for- 
given' and put the Bishop's staff on the 
Bishop's other hand to get the candle 
which is the third object far the 
Bishop's shrine. 

You should now have the Bishop's 
ring which you place on his hand in the 
room where you found the dentures. 
It disappears and is replaced by a 
potion so you can imitate the Bishop. 
Stand opposite the slave, drink the 
potion and look at the piece of paper 
that says 'You are forgiven', The slave 
produces the stolen shredding machine 
and you can put the phrase book on 
here to shred it into several pieces of 
paper with phrases written on them. 
Walk up to the Councillor's chamber 
and look at the Councillor who's 
awake. Reply to his prompt using the 
piece of paper which says 'Gardener' 
and put the flower on the table to 
prove it, It becomes a blob of glue, 
Look at the other Councillor who's 
awake, and answer him using the piece 
of paper which says 'To see the Lord', 
he then asks you for a summons. Go 
through the open door. Drop the glue 
between the beds to get the key to get 
out of the room. 

Operate the floof tile and take the 

Potion of Lightfeet. Put the 

necklace in the jewellery bo*, 
take the Queen's crown and the 
pawn, Put the pawn on the 
chessboard in the Councillor's 
chamber where it is exchanged 
for the Queen's chess piece. Put 
this on her bed to get a second 
phrase book. Drop this on the 
shredding making sure you 
remove all the pieces of the first 
book first then take the other 
pieces of paper, Put the Queen's 
crown on her shrine and put the 
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piece of paper which says 'It's me your bread to the Lord and say Yes when 
son' on the shrine when asked who you he asks you if you're loyal, When he 
are. Take the Potion of Voices and mak- asks if you've heard of Prince Valhalla 
ing sure you have the pieces of paper say Yes" again, but say 'Wo' when 
which say 'The gardener' and I want a asked if you've seen him. When he tells 
summons', go into the Queen's room you he has heard rumours, say you've 
and face her secretary. Drmk the Potion heard nothing then take the chalice, 
of Voices and look at the paper that Before you concoct his favourite 
says 'I want a summons' and when he drink, insert the needle into the voodoo 
asks who it's for tell him it's for the gar- doll, walk through the door and turn 
dener. Drop the summons in front of right, Stand in front of the lever and 
the Councillor to be replaced by a large save the game, Every time you pull a 
door key. lever you will fall through the floor. 

Before you brave the passageway drink the Potion of Lightfeet and don't 
filled with smoke breathing dragons waste any time. When you've retrieved 
make sure your stamina is at its fullest the crown, retrace your steps to the 
level. At the top of the passageway pull Queens bedroom where the King's 
the lever and enter the Lord of Infinity's shrine is found, Put the crown on the 
chamber. Pick up the caterpillar then shrine and when the King asks you who 
stand on the plinth in front of him and you are, put the piece of paper that says 
look at bis face, teH him you area hum- 'It's me your son' on the shrine and look 
ble slave, when he asks you what you at it, It is replaced by the Light of 
want tell him you want to swear a He- Valhalla enclosed In a glass case. Fill 
giance. Get the key to his bedroom and Infinity's chalice from the tap in the 
put the caterpillar on the lettuce leaf to Councillor's chamber, Top it up from 
reveal a floor tile: operate this and take the tap in Infinity's bedroom, Stand on 
the bone. In his bedroom find a tarot the plinth and give it to Infinity, 
card and another piece of paper which When he asks you if he knows you 
says It's me your son'. say 'Yes' but don't tell him who you are 

Give the bone to one of the dogs and Otherwise you will die. Take the staff, 
take the door key to get back out. Make return to his bedroom and use it to 
sure your staminas topped up. Put the cross the chasm. Pick up the tape 
tarot card on the Psychics shrine and recorder and put it on the plinth in 
take the crystal ball. Put it on the black front of the Lord of Infinity. Place the 
silk to get into the two chests: take the Light of Valhalla in the glass case on the 
thimble and the spell potion. Put the altar in the middle of the room. Operate 
thimble on the tapestry in the Queen's the tape recorder and the Lord of 
bedroom to get a needle, Travel back Infinity will shatter the case so you can 
up to infinity's bedroom, drink the spell grab the Light of Valhalla. Stick it into 
potion and look at the spell book, Take the Lord's chest: he screams and van- 
the diary and the loaf of bread. Give the ishes forever. Hurrah! 
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We asked programmer Shaun Southern for a few tips for the chaotic Kid, but he could 
only come up with one: never, under any circumstances, wear blue pants with a red 



jacket and white shoes 
GENERAL TIPS 

~~ o open the exit on each level, 
you need to destroy the 
required number of objects. 
Whilst you can go back around again 
to get the ones you missed the first 
time, you may run out of time before 
you get back to the exit. On the high- 
er levels, most of the objects are hid- 
den, behind breakable walls and in hid- 
den rooms. To get 1 00% of the level 
completed you have to destroy every- 
thing, collect all the apples and bonus- 
es as well as kill all the baddies, 

Be careful when you jump really high 
there may be spikes on the roof, so just 
tap the- fire button to leap upwards if 
you want to play it safe. Press fire just 
before you land to trigger a jump 
straight away, giving you the edge over 
any rats or frogs that may be lurking. 

When you're underwater, your 
health slowly deteriorates. This isn't a 
problem unless you're on your last legs, 
as it were, in which case go carefully. 
Eating apples increases your health 
more quickly, if your health counter is 
flashing red and white, then one more 
hit will see you off, When you restart a 
level, or get hit, you are invulnerable for 
three seconds, so make the most of this 
time to get out of the way. Make good 
use of your whizz ability — use it to 
break down walls and wipe out loads 
of nasties in one swoop. 

Learn the levels and remember key 
points where you need to jump. Follow 
the streams of apples, which often tell 
you where to tjo — if you jump at the 
right time you'll get all the apples and 
probably find the way out. Charge 
along madly if you want, but some 
areas need to be taken with more cau- 
tion if you don't want to lose a life. If 
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a platform is out of sight, try jump- 
ing anyway — adjust your speed in 
the air to land safely. Watch out for 
the bases of the platforms to help you 
work out their positions. If a platform 
is moving and you jump off it, you will 
gain its speed. Jump immediately, or 
just before you land, and you won't 
run out of time. If you're near the end 
and haven't got enough time to 
make it to the exit, kill yourself (if 
you've got enough lives left) to go 
back to the last check point 
with a minute left on 
the clock, 
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LEVEL ONE: 

Secret Garden 

This one may be easy 
to finish, but try to 
find all the extra lives 
as you'll need them later 
in the game. The more 
things you collect or destroy 
give you extra points - which 
you can exchange for extra lives later 
on. Keep your cool, be careful on 
those springs and moving platforms, 
and jump carefully. When you're 
underground and surrounded by rats 
and bats, keep jumping and you'll be 
well safe. 

There's a secret garden about 
halfway through level 1 ,3, Jump over 
the appearing platforms and come out 
into daylight. There is a diagonal 
spring which shoots you up onto some 
steps, where you'll find springs that 
will knock you back down. Let the first 
one knock yam back, 
| then tap the joystick 
right to slow you down 
a tiny bit — just enough 
to land in front of the 
diagonal spring. Pull 
I down and break 
| through the wall, but 
don't keep spinning for 
too long 

There are seven extra 
lives on the first level — 
get them, along with 
everything else, to win 
■in racel lent password to 
level 2: Don't be tempt- 
ed to rush through the 
first level — take time to 
explore everywhere, and 
grab everything that 
isn't nailed down. 

End of Level One 

Keep the balls moving 
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and keep hitting the 

bricks, because this will release more | 

bonus barrels. Catch 

seven 'Ball' or 'S' barrels to 

make your life easier, If you get a laser 
gun, shoot the bricks at the sides 
because they are the hardest to hit 
with the balls. Watch out for the egg 
bombs and their explosions, 

LEVEL TWO: 

Toxic Wasteland 

After running at top speed through 
the first level, you need to slow down 
a bit to avoid becoming spike fodder. 
Groups of slime blebs that pop out of 
the ground are best killed by whizzing 
through at high speed. There are lots 
of bonuses hidden away at the top of 
the high platforms, but you must be 
accurate if you're not going to fall off. 
Don't attack theTrinkits (elephants on 
two legs) just before they fire - pick 
another time if you want tD dispose of 
them cleanly- Go carefully and beware 
the dripping acid. 

On the second map — the race — 
keep moving and find as many items 
as you can. Don't sink into the mud 
keep jumping and you'll stay on top. 
On the third map, learn your way 
around the maze, and be careful not 
to drop blindly onto the spikes, 

There are quite a few extra lives on 
this level Collect them and get as 
many bonuses as you can to get a 
password for level 3. 

End of Level Challenge 

Learn to judge if you have enough 
time to both get to the barrel and 
Shoot it three times. Catch the really 
useful things, like shields and twin- 
guns, and shoot as many rocks a& you 
can. The tactics here are: be patient, 
and avoid the rocks, fll 
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He brought the smell of the desert with him into the solar. Also his camel, Abdul and the 
little boy he employed to collect the dung. His greased nipples glistened in the light of the 
lamps and his chest heaved like a volcano. Roughly he tore away her coif and pressed his 
burning lips to her protesting mouth. 'Fry's Turkish Delight/ he hissed urgently... 



i t the start, visit the person 
Opposite. He will indicate the 
i position of Typhus Mernith's 
observatory on the map. Go to a shop 
near the city walls and buy some lime 
liquor, then go to the town entrance 
and buy a pass from the Guard. Visit 
Typhus, give him the liquor and he will 
give you the playing card. He will then 
show you where Mather Fudius is on 
the map. 

Visit Mather Fudius and pick up the 
scroll from the ground. Go to the inn 
and listen. When Erkh Molt us is speak- 
ing to you, buy him some food then lis- 
ten to him again. Answer "yes" when he 
asks a question. At Mather's, give him 
the card when he says "Out". Wait until 
you see the gate, then click on it to go 
through. 

In the forest, head east to find a pas- 
sage where there is a bear. Go past it, 
then south, all the way down. Head 
east to find a racoon on a rock. Take the 
scroll and return to Mather's via the 
gate. Give the scroll to Mather, take the 
key and when he indicates a house on 
the map, go and fetch the magic flask 
and the pendant. Walk to the tavern, 
south of the theatre, and put the pen- 
dant on. Listen and recover the Kelonia 
powder, Buy the other potions in the 
shops then return to the racoon, give 
him the potion and recover the item. 

Go to the theatre in the rich town 
and enter it after 7pm. Listen to Gulnar 
and give him what you got from the 



racoon. Wait for the gate to 
appear at 2am and go 
through. In the jungle, head 
south-east to find the tribe 
with a chief. Kill him, find a 
crystal to the south- west 
and 90 back to the town. 

Walk back through the 
theatre gate and head east. 
Walk for a short while, then 
go south to find a piece of 
a meteor in a dead end. Go 
back into town and find a 
garden in the rich town, The 
meteor is near the north 
wall: put the piece you 
found m the jungle .jj 
on it to make the 
gate appear and 
go through it. 

In the moun- 
tains, find the 
event generator 
towards the 

north-west. Put the 
crystal on it and then 
head back to town. Find 
the gate that has just appeared in 
the north-western part of the town, Go 
through it before 12, In the dungeon, 
you need to free the captive princess. 
She is in a room filled with lava; you 
must pass on three slabs to make the 
cage drop. Enlist the princess' help 
then go back to town. 

Find an inn, and get some rest. In a 
dream, a character tells you to go to a 




house 
indicat- 
ed on the 
map. Go to 
this house, 
take the key from 
the fountain andenter to 
find five guards' uniforms. Go to the 
palace with the princess, wearing the 
uniforms and make the princess wear a 
helmet as welt, Take the helmet off in 
front of Zoltar and enlist his help. Go 
back to the forest where Zoltar and 
Thina will leave. Head back to the town 
where Mather will give you $■ bucond 
crystal. 



Place the second crystal on the gen- 
erator in the mountains and then go 
back to town. Go back to the moun- 
tains again to find a belt on the ground 
towards the north, then head into town 
again. Go back to the forest wearing 
the belt, go east and at the end, head 
south. Find a house with Zoltar's son 
and his wife; he hands you a key while 
the wife protects you from the dragon 
fife (interesting role reversal). 

Head back to town, Go to the door 
which l^aiHK to the dungeon t%nd 

through it after 12, Finally, find the j 
dragon and detest him, You've I 
completed tshar 3 — well done I V 
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PUTTY SQUAD 



A quick helpline for 
those stuck on 
System 3 r s bouncing 
bombshell... 




1 Make it a ha bit to jump on the Pups' 
heads to squash them, then punch their 
helmets to gain an extra star. A fast- 
moving helmet, incidentally, acts as a 
very effective weapon against land- 
hased enemies. 

2 When you're using the Putty Pod, it's 
always a good idea to take a look 
around and get to know the level you're 
on. It is sometimes particularly useful to 
search for those hard-to-find MIA 
Putties. 



3 If you a re very low on sta rs, try usi ng 
the Putty Pod to find stars that Putty 
can't otherwise reach, such as stars that 
are way into the sky. 

4 Before picking up the Putty Pod, try 
to always have the Nitro first This 
means that you can drop Nitro bombs 

on all sorts of enemies and sandbag 
fortresses. Super Hint: If you bomb 
as many of the MIA Putty Prisons as 
possible, it will make them easier to 
pick up, 

5 When you bust open a crate, try 
| not to eat all the food which pops 
I out — as long as you don't need it 
I right away, that is. The food will 
I remain there, just in case you need 
I that extra bit of pliability later. 

6 If you are low on pliability, and you 
see Napalm, try punching his backpack 
to get extra food. Remember: this can 
only be done once per level,, so don't 
waste the opportunity. 

7 Dweezil is an important character for 
Putty to have around- By punching him, 
he will lie down and let Putty bounce on 
his stomach, enabling Putty to reach any 
higher platforms. Make sure you pick up 
the cat food again, once Dweezil has 



8 When there's a sandbag surrounding 
an MIA, and Putty hasn't got a Nitro, call 
Dweezil. Let him kick Putty, and he will 
drop a Dweezil Bomb for you to use- 
Putty can pick it up in the same way as 
a Nitro. Remember, though: Dweezil 
Bombs have a short fuse... 

9 Stretching also helps Putty get stars 
which are in hard-to-reach places, Try to 
use your stretch as much as possible, 
because it enables Putty to move up and 
down ladders and platforms much 
faster than jumping. 

10 Try using the melt function if Putty 
is being attacked, He will net be hurt by 
bombs or enemy attacks this way- 

1 1 Keep a sharp lookout for the astro- 
naut "I up' character. He flies above 
Putty if he is being awarded an extra life, 
and Putty must punch him to get it. 

1 2 Having problems with r 
a level? Take it slowly, 
then — because remem- 
ber, you're not playing 
against the clock. Top tip: 
try knocking the bad guys 
out first before picking up 
the MIA Putties. 

1 3 If you're lucky enough 
to find a chilly icon, then 
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clear as many of the enemy from trw 
level as possible while Putty is flashing 

14 Should you see a star block, jump 
up and hit it from underneath, Or, us* 
your stretch from above to get a super 
secret item, 

15 Don't forget about Secret Agere 
Trevor. Pick up the dustbin icon, anc 
he'll sneak a useful item into the wa- 
zone. 

Ifi When Putty IS on a secret levd 
make sure that he absorbs all the sur 
rendering Pups. Each one gives Putty i 
bonus of five stars. 

17 Try to kill the bazooka pups while 
they are parachuting from the hefc- 
eopter. Try not to let them build up, » 
you could suddenly find a platoon o* 
them shooting at you. 
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Just enough space 
for two levels this 
month, folks... Blame 
Putty Squad, not us. 
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then drop down, activate the switch 
and collect the key. Jump back across 
the gap, climh the ladder and leave. 
Climb the ladder, and open the door 
— but don't go through it yet. 

Walk down, follow the arrow left 
and go through the door. Get the ink, 
and then run to the ink machine to 
drop it in. Run up, collect the key you 
dropped earlier, and go to the top 
right. Flip the red switch first, then 
release the little grey guy and wait for 
him to walk to the ink machine. Follow 
him, and then throw him up to the 
high ledge to fetch the key. Pick him 
up, then drop him again,, and you'll 
pick the key up. Go down to the 



door, and free the red bloke- Follow 

him to the exit. 



TOMBS OF EGYPT 

SWITCH-O-MANIA 

MIND THE FLAMES! Drop down to the left, grab the key 

Jump to the right across the two plat- and release the first red guy. Throw 
forms, and get the key. Fall down him up to the ledge, so he can flick the 
below, and leave the key there for the switch, then walk through the newly- 
time being. Jump down to the bet- opened door to the right. Get the sec- 
tom right, avoiding the mummy, ond gord key as quickly as possible, 
iand go through the open door, then run back to the left to free the 
f Swing over the gap using the bar, top red bloke. 



Follow him, and throw him up to 
the ledge when he stops. Drop down 
to the left, flip the red switch, then 
drop down to the right Run along and 
flip the next red switch. Jump back up 
the steps to the left, and go through 
the door. 

Jump along to the right, grab the 
silver key and flip the red switch. Go 
back through the door, drop down 
to the right and open the other door. 



Enter it, then run left and flip the r 
switch, while avoiding the fire. B 
through the door (again!), up t 
two ledges to the left, and throu 
the previous door, Collect the I 
from the top right, then reti 
through the door. Make your way 
the bottom left, and free the re< 
guy, With a couple of leg-ups, hsT 
be free — leaving the exit open fo 
you! 
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Once again, the tips have been flowing freely from the mail bag, and I thank all those who 
have helped things along. Don't forget, software prizes are awarded for anything particu- 
larly stunning, so keep 'em a'comming. Send your funky stuff to: Mr Tips, Snip Tips, THE 
ONE, Priory Court, 30-32 Farringdon Lane, London EC1R 3 All. 



LIBERATION 

Mindscape 

E. Nigma from Anagram Land (git) has 
sent in a rather handy cheat that 
allows you to duplicate items in this 
excellent RPG/adventure romp. First 
you need to find a plug socket, and 
then select the item from your inven- 
tory you want to duplicate, putting it 
down. Now use the socket, and while 
you are being charged, look left or 
right and keep your head turned. 
Move the cursor about until yqu see 
the 'pick up' icon and dick as many 
times as you want. The more you elide, 
the more you get, and once you've fin- 
ished charging, just pick up the dou- 
bles! Very useful for making money 
and guns, no? 

THE SETTLERS 

Blue Byte 

A quick snipper from Mr 5 Wright from 
Essex, is to type PASSIVE as the mis- 
sign password to jump to any level. 
Also, from Robert Mottram, if you 
place two wheat farms next two each 
other, the farmers will help each other 
at harvest, effectively giving you twice 
the crop production in half the time (if 
you think about it in a strange way). 



SIM CITY 

Wl.lxis 

Mr Mottram also has a tip for this clas- 
sic: At the beginning of the year, set 
the tan at .zero percent, and then in 
December set it right up to twenty 
percent This way when the tax win- 
dow pops up in January, you can set 
it back to zero, having collected a 
small fortune, but keeping your folks 
happy. 

GALAGA DELUXE 

Graham Perris from Birmingham earns 
himself a little software prize for being 
persistent enough with this brilliant PD 
shoot-'em-up to have bought himself 
all of the super-hints (and at 1000 
points each, that can't have been easy") 
i , Red, green and blue skulls will give 



BENEFACTOR 

Psygnosis 

Thanks to the many people who 
have sent in all the codes to this 
lovely little puzzler. Take a deep 
breath — here goes... 

Underworld 

1, Afraid of Fungies 3MQLGPQLGP 

I. Trick Jumping 32 UJ2HPQL 

3. Keep your feet dry 3MQL4PSNQR 

4. Silents 3NQL2Q4JC4 

5. Release order 3NQLGQQLGQ 

6. Troubleshooting 6NB3JN3PQ5 

7. Turn, Run, Turn 3LQLN4T4QR 

8. Folk) w the signs 3 MQQM5MM3Q 

9. Let's roll 14QHNVPGM5 

Tombs of terror 

10. Double Trouble 3 CQMGQMQG 

II. Mind the Flames 1MQDRPPCQ4 

12. Switch-o-mania3V13FF2MJ> 

13. A Mother of s blow QPHDJ5KGMV 
14^ Greed wastes time. 3NQLQQQLQQ 

1 5, Hang Tough QBB1 PBCBQC 

16, Lemmings? M2CrJBrBM1? 

17, Order is crucial MMQPGPQPGP 
IS. Easy jumping MG3QMKM5Q4 

Treetop rescue 

19. Bouncy Bouncy MMQP4P5RQR 
20 Unreachable MD1 Ml D1 MID 
21. The fog that be MX3QGLFND3 
| 22. The Bungee trap MFf MJFHTQM 
23 Down n load MF1M2FFRQK 
24. Bring down your a *e M6KFUN 3 PH L 
25 Flat back action M4KRLTLSM5 
26. Running Colour M2QQR3PPQH 
2 7 Funnel Jungle MMQPSP4NQN 
28. Weightwatchers MNQP3Q5RKS 

More absolutely fab Benefactor 
codes next month., . 



you the Super Weapon, Extra life, full 
power and the best speed. (But not 

really — Sucker!) 

2. If you have all the markings for a 
rank promotion and then buy one more 
marking, you'll actually buy yourself up 
a rank. 

3, When a smart bomb has explod- 
ed and the gems are falling down, pull 
down on the joystick to collect all the 
sweeties, 



4. If you have one weapon type and 
catch the same weapon icon again, 
you'll get more firepower. 

5. If you have caught two aliens and 
the scope is still activated, you can get 
tons of points by bouncing the aliens 
of the screen with your field. 

6. If you have a multiplier when 
entering the meteor storm, youil get 
yourself a huge wad of points. 

7. Having a multiplier active when 
completing the game will give a lot of 
points (bit of an obvious one there, 
methinks) 

8. Catching a warp in an alien stage 
with a bonus level will give you a per- 
fect bonus score. 

9. Completing the meteor storm will 
give you 1 00,000 points. 

10. If you are the rank of Admiral 
and you buy more ran*: markings, you 
will get 1,000,000 points instead. 

LETHAL WEAPON 

Ocean 

This has recently appeared on ye olde 
budget label, so I thought I'd print 
these cheats sent in by the timely Cheryl 
Meacham of Dundee. 

Mission 1 - REELOT 

Mission 2 — AtSFYC 

Mission 3 — LSKiRO 

Mission 4 — YLKSPE 



CANNON FODDER 

Virgin 

Christopher Reait reckons (and I've not 
been able to check this out. so you'd 
best not be lying, mate) that if you 
start running out of men in the mid- 
dle of a phase, press surrender, and 
when the 'Go for it' prompt comes up. 
press surrender again. Apparently, all 
your lost men will reappear. Not bad, 
eh? 

Another tip, this time from Karl 
Schulze in Ohio USA, is that if you've 
split a soldier from your group who 
then dies while holding weapons, you 
can get them back (the lost grenades 
or rockets) by separating another sol- 
dier and taking all his weapons etwet^. 
Magically, he will collect the dead sol- 
dier's supplies. Wa-hay! 




WING COMMANDER 

Electronic Arts 

A nameless chap, or chapess from 

Winchester (luuverly part of the 
world) has found an interesting cheat 
for jumping missions in this now 
geriatric space adventure, When you 
take off from the Claw, speed up 
until you reach around 400kps and 
then wait a few seconds. Now turn 
around and head straight for the 
Claw with your afterburners on. Eject 
just before your ship disintegrates 
and voilal — you'll be ready to start 
your next mission. 

BRIAN THE LION 

Psygnosis 

Here are some more levels codes for 
this little platformer, courtesy of Hull's 
very own Lee Watherfey. 

Level 2. FLLj/fvlZXYz 

Level 3. gVdfKgqaGd 

Level 4. gVdfKgqaGI 

Level 5. gVdfKtjaGU 

Also, the Action Replay address for 
hits points is C31C39 

ARMOUR-GEDDON 1 

Psy gnosis 

The release of AG2 seems to have 

stirred up a bit of interest in the orig- 
inal, and thanks to Rodger Heeiey, 
here's, a cheat for unlimited fuel, As 
soon as you start the game, go to the 
HO Screen and select Messages. Click 
and hold the left mouse button on the 
J D r of "Day 1* and then press Escape. 
You'll see a line indicating that the 
cheat has worked, which allows you 
to keep your shields continually high, 
because you get unlimited fuel (as I 
mentioned previously, repetition 
fans). 



QUIK 

Titus 

Chris Hands from Telford has found 
that by typing in SOCOLOKU at the 
password prompt, you can grab 
yourself unlimited energy and lives. t 
Also, the level codes are: SILIROWE, i 
FUNETOC URODECOLE. V 



EX-Ji 



WATT'S SHOW-O 



Yes, it's lime once again for more tips, cheats 
and assorted rubbish in Matt's completely 
useless Surgery of Games!!! 



Dear Matt. any cheats for more money? The cheat 

1 have been stuck on Legend Of you printed in the January issue 1994 

Kyrandia for some weeks now and I doesn't work! 

wonder if you can help me. Matthew Bennett 

I have three gems in my amulet but West Bromwich 
can't get beyond that. I've made the 

potion, activated the crystals, found the I don't like being called liar, and I can 

silver unicorn and the plinth on the assure you that the cheat we gave does 

beach. Every time I try to leave, ! get work — I know, because I've used it! So 



chalice, a pixie runs off with it. What 
have I not done? 

Tony Aihby, 
Bexhiti On Sea 

Okay, you actually need to address the 
chalke problem before crossing the 

lagoon, so go and release the hovering 
chalke using the blue amulet gem, and 
then chase the faun to his tiny home. 
You'll need to have made a purple 
potion at the Crystals of Alchemy (using 
red and blue potions), which can then 
be drunk to shrink yourself down small 
enough to go inside. The faun will trade 
the 1 chalice for on apple which, if not 
already held, can be found just after the 
labyrinth exit or in the woods behind 
Zanthia's Now you have the chalice, 
you are ready to go to the castle, and 
by drinking the orange potion {made 
from red and yellow potions) while at 
the Tropical Lagoon. Hurrah! 

Dear Matt 

I come from Denmark and I have 

bought Jurassic Park. I can't pet through 

level 3 and need some advice and some 

codes. 

Dennis Andersen. 
Denmark, 

I come from Upminster and am an 
uncle. Level three (the T-Rex paddock by 
my notes) is a fairly short level, and to 
be quite honest, I'm not sure if you real- 
ly mean level three. Anyway, what I'm 
saying is, why don't I just gtveyou com 
pie of codes and let you get on with it. 
Yes, that sounds like a good idea. 

8EB75O0, DE5FBSC5. EEE7740D, or 
for those playing in stereo, er AGA I 
mean D5F4A862, 9SB48B42. 

85A4334A ) 

Dear Matt. 

I've had Frontier for quite a while 
y now (and what an amazing game 

\ it is) but l can't get more than 
/ about 1 0,000 credit*. Have you got 



DtV—O —VtStOfi... 

Select the starting position of Lave 
and go straight to the shipyard. Now 
self everything possible, just leaving 
yourself with life support for your cargo 
hold, and extra passenger cabins. Go to 
the bulletin board and reply to the ad 
asking for passage of a small group to 
Leesti- Accept this mission, and then 
return to the shipyard, selecting the 
new ships. If you select to buy any of 
the ships, the fella ' will tell you that you 
can 't afford it, while your credtts will go 
up as if you'd part-exchanged. There is 
a problem with this cheat, and that's 
that Lave isn't exactly the most 
advanced planet, and you'll need to 
travel a fair distance 'north' on the 
galactic map before you can really buy 
any decent equipment or ships. I sug- 
gest you buy as much fuel as possible. 
and make tons of rapid jumps, making 
sure that you don't end up stranded in 
the middle of bugger-where. 

Dear Matt 

On Jurassic Park. (A1 200 version) I can't 

get past the Triceratops. I'm picking up 

all of the fruit, but still get moved down 
after he charges at me. 

A Jones, 
Plymouth- 
Trie only way fo keep the Triceratops 
busy enough to survive this, is to make 
sure that you really have collected all of 
the fruit. I know it takes a bit of time to 
wander around and get it all, but you 
won't st,ind a chance otherwise. If you 
now drop this lot in front of the Trie' at 
the last possible moment, it should be 
delayed long enough for you to get a 
good head start along the 'corridor'. As 
you run down the screen, veer towards 
the right hand side., and get ready to 
pull out of the way at the very last 
moment Even when this is done per- 
fectly, it's still a pretty close call (to add 
tension and brown trousers, no doubt) 
so don't pantc. Honest! St works. 



._ inr, a no «nctrew urani warn. io know how to get past 
, t of FIREFORCE (with the aircraft shelters to be marked'} 
Other cheats gratefully excepted. 

■ Robert Jefferson wonders if anyone knows where to find the bug 
catching net or the carpet in GQFJUINS 2 

* Michael Jameson from Glasgow wonders if a.nyone might know any 
cheats for VIKINGS - FIELD OF CONFLICT as he's quite keen to rule Britain 

■ If anyone has any mission codes for THE KILLING CLOUD, could they 
please send them in, because Michael Winning is desperate to get past 
mission five. Ta. 

■ Louise in Cheshire wants to know how to get onto level seven of Eye Of 
The Beholder. 

* International Surgery time! Marcus Vinicius from Bra2il can't seem to 
persuade' the bloke he's meant to in the Paraguay mission of SYNDICATE 

Any ideas? 



three of August's patients in one go! First up is Sara Beaumont's Gobliins 
2 problem: Okay, get another bowl using the same trick, and use it on the 
cover Put Winkle on the catapult and get Fingus to send him flying up to 
the rainbow by activating the bottom flagstone. Use Winkle on the feeler 
to make a bubble and then quickly get Winkle to jump onto it. As he 
floats down, get Fingus to activate the flagstone so that the cover opens 
as the bubble lands on it. The bubble will now be blown towards the 
umbrella and Winkle can grab the pin. Use the catapult again to get 
Winkle back to the left of the screen and then get Fingus onto the rain- 
bow's end using the flagstone. Fingus wilt now go to Winkle. Move Fingus 
just to the right of the feeler and then activate the switch to make the 
Buffoon fall. While he's In The right position, make Fingus operate the 
feeler to get the Prince enclosed in a bubble. Now get Winkle to release 
hirn with the pin. PHEW! 

■ Next up for Doctor Neil is Jonathan Winceslaus' Indiana Jones query: 
The answer is found in the Grail Diary, think of the six skulls to be num- 
bered from left to right, one to six. now push the skulls as 5, 3, 3, 4, 2. Ta- 
darl 

• And lastly for the healing man comes Rick Young and his Ishar 2 troub: 
The dandelion puree can be found on Irvan's Island, From the dead 
woman with the n&cklace, head East into the forest, and then go North, 
collecting the black and white mushrooms. Finally, go as far North as pos- 
sible to get the dandelions surrounded by stones and guarded by wasps. 
Nice one. 

• A former patient, Andrew Parker, has sent in a solution to William Ruse's 
LARRY 2 problem: At the start, go to the garage and get the dollar bill. Go to 
the fence next to the Quickie Mart and look through the hole. In the Q'Mart. gc 
to the woman and type 'Get lottery ticket. The numbers you now need to type 
don't matter, so gu to the TV station and walk up to the receptionist. Type I 
girl ticket' and write down the numbers she tells you, typing them in a g. 
straight after. In the waiting room, sit down, and when on TV, say anything. G 
to the clothes shop a nd buy the swirnsuit . Now go to the su permarket and on the 
far left shelf type 'Get sunscreen'. Go and buy it and then go back to the Q'Mart 
Type 'Get Cola', buy it, and goto the hairdressers. Type 'Sit near the chair'. No* 
go hack to the start and type 'Examine bin' twice, get the passport and g 
the previously closed music store. Inside, go up to the lady and type 'Examine girt 
' "k to her Once you're being followed, head straight to the port and typi 

— You're done! 



THE SURGERY IS NOW CLOSED 



ie letter •• 

ing in. Show-off Shetf personnel; don't forget to let me know what machine 
you own so that 1 can sort you out a prize if necessary. The address for your 
letters is: Matt The Medic's Games Surgery. The One, Priory Court, 30-32 
<)don Lane, London EC1R 3AU Please don t phone in or send SAEs as I 







FAST AMIGA REPAIRS 

FAULTY TROUBLESOME COMPUTER ?? 

SEND OR DELIVER TO THE EXPERTS FOR FAST RELIABLE REPAIR OF YOUR BELOVED AMIGA 500 

FOR ONLY £44.00 INC/ 

WE ALSO REPAIR 
A600, 1200, 1500, 
2000, 3000 + 4000 
'FREE QUOTATION* 



DRIVE OR KEYBOARD REPLACEMENT -fl£) 



COLLECTION SERVICE 

AVAILABLE 

DOOR TO DOOR 

ANYWHERE IN U.K. 

E5 EACH WAY 



EXCHANGE SERVICE 


MOOULATOHS... 


...£19.50 


PSU. „, 


...E19.50 


D, DRIVES 


..£25.50 


K/8OAB0S 


...£25.50 



* WE RESERVE THE RIGHT TO REFUSE ANt MACHINE • 

FAST COMPUTER SERVICES, TOWER BRIDGE, LONDON SE1 2HG - TEL: 071 252 3553 



ALL AVAILABLE TITLES IN STOCK 

70 + CDTV TITLES COMPATIBLE WfTH CD32 
70 + CD32 TITLES I VIDEO CD TITLES 

NEW CD RELEASES 

AMOS PO E19.99 - CDPD 4 £19.99 - FONTS £19.99 
CLIP ART £9.99 - EMERALD MINES £14.99 



CD32 SPECIAL OFFERS 



OVEPK4.LLMNAHC 
Ai.FHF.rj CHICLE* 
7GKTE5CFJAMBAJt 
AflAfiiANNKJII!-. 
llONK&WWUfllDLC* 
CHAMBERS 5HMUHI 
•: :i -i x -< -t:>: x 
R=BMERE 
SEEKS Of STRO* 



D4.M 

£1,99 

£l.'S6 

EUt 

£1SJ0 

£S» 
yinfi 



Ml- AM AHFA*JAS 

PW BALL FAN 
PWEY ALICM EMC 
L.EMWW5 
MCflPti 

DAMeefwussT" 

NKKFALtWSOOLF 
PH3JECT)t'FlTOl*LL 
rrjrAL CAHNAQE 



El*B9 

£19 » 

arm 

CS99 
£■4.4 

EI7M 
Ei«» 

£ir« 

C17 99 



CAPRI CD DISTRIBUTION - DEPT AF4 

9 DEAN ST MARLOW, BUCKS. SL7 3AA 

TEL / FAX 0626 * 891022 TRADE ENQUIRIES WELCOME 




1 38 WOQd ST, 

Earl Shlfton, 

Leicester, 

LE9 7ND 



'\h 



m§mm 



Hugo Public Domain Library iron 
only ®§p per disk. 

Licensed CLR distributor 
Specialist in Amiga & CD32. 

Swid stamped satf addressed 

envflope for free Hat 

(inckitting a disk tor evr PD catalogue} 
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1000 - £150.00 






All Our Disks Include FREE Labels 
We will not be beaten on Prices 



fVo» mote 1 cnequfra -untr PG pcywbfe to' 
■' a SOFTWARE CurflSP5C UMT 3 CRQ5SKEYS SHOPPING MAIL, 
ST NEQ1$„ CAMBWOGLSHiRE f¥ i 9 2AU 

UK MAINLAND ■ DELIVERY FREE 

OHt H AREAS FRHJ5 ON fiWQUIOH 
Hut* afei fei rfmjuB Jbhih fa™ Gaws ffltp iwl * nitaiW rf It* a> gw^ t |«ii 
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Name:.... 
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.Postcode- 
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HORNESOFT PD 



IM I 



II STAMMiLL (.'LOSE. WMtmA.HK, XHEH-IKI.D K» ire 

ALL LATEST DEMOS. UTILS, GAMES 

AVAILABLE ASSASSINS GAMES UPTO 

196* AND LOTS MORE. 

SEND S.A.E . DISK TO ABOVE 

ADDRESS FOR A FREE CAIALOOUE 

OR SEND 3 x 1 s1 CLASS STAMPS, OR 

PHONE FOR FREE CATALOGUE; 



OFFHATtOftl *IRE5TOflM 
A COMMERCIAL QUA.ITY f.AMF L IKF GREEN 
8EHET ON OH LIKE FfflEFORCE ON AMIGA 
LOTS OF POWEFTUPS, irVEAPHJHS ETC.. EASTLlf. 
WORTH £1(1. W . BUT ITS ONI Y AV*H*BIE FHOM 
HOftHESQfT FTJ FOR JUST 13 SO IMC POKTAT.F 
CHEQUES I P.O. PAYABLE TO HOfil* SOFT PO: 



ALSOF1 LICENCEWARE AVAILABLE 

AND 

LOTS. LOTS. MORE 

EVER NEEDPRORFHi Pvn 

FAST FRrFWDlV SERVICE, 24 HR OfSiPflTCH 



... STILL THE BEST 



COM PUTE R- A-R ACE+ , £1 9,99 

THE FINAL EDITION 

COMPUTE -A- RACE* Otters 
unrivalled accuracy and unbeatable value. 
{Amiga only) 

WHAT DOES IT DO? 

COWPUTE-A-FIACE* is a Horse Racing 
PraActxifi Program lhat can Forecast races, 
salad bels, Ljlculale relurn snd much rnrjfe. 

IS IT COMPLICATED TO USE? 

No. FeaiufK an ease o< use. Wllrun days 

ir putirig a race will he seoand nature 

WHEN SHOULD I ORDER? 

New Seising 10r proFite IS beflirrj for ftjn, 



Cheques PO. payable to 
HANDISOFT (Mail Order ONLY) 

#«j-rir*w00r * {trt-aft ot crest &r**rj / 

R3ndisoft. 37 Hearsall Lane, 
Spon End, Coventry. CV5 6HF 



200 TOP AMIGA GAMES 
FOR ONLY £19.99 P 



Adventures, Puzzlers, Platformers, Sports, 
Shoot-em-ups, Beat-em-ups, Strategy, 

1' I i !... Mure Games than \r>u'iJ ever need!!!! 



Some of these Games were s<iltl \t Murt- Than t>0 
YOU get the LOT for Less Than OIUI0!!! 



•inch! 



This massive compilation of FANTASTICGames Should Add at 

leasl £100.00 To Hu* Selling Value of Your Computer!! 

YOl CAN'T LOSE 

Don't Miss Out - Order NOW I HUM: 

M.TURE SOFTWARE (THO) 

Depl A, K Magnolia Park, Dunmurry, Belfast BTI7 ODS 

ALL AMIGAS - FAST DESPATCH ON ORDERS 

■ OVERSEAS ADD £2.00 



6! 



COMPETITIO 



EXCLUSIVE! 



won seme cram 

Mow's your chance to take home a piece of The One's office in our EXCLUSIVE 
competition to win some crap courtesy of, er.„ the floor. 




It's a sad but true fact that we 
work in an absolute dustbin. You 
might remember a scant six 
months ago we were all spouting- 
off about our modern space desks 
and brilliant new equipment 
but, sure enough, within 
weeks the space desks 
were hidden under 
what can only be 
referred to as,., crap. 
As I look around 
me now, I can bare- 
ly begin to describe 
the scene of degrada- 
tion and despair that 
fills my view. Crap 
games lie everywhere, 
mountains of Monster Munch 
cover every surface, and then there 
are Simon and Andy's desks — quite 
simply, toilets with legs. 

if a group of surrealists were to 
have a game of I -Spy' here, they 
would be in no way disappointed 
with what they found; plates with 
half eaten sausage sandwiches from 
the pub next door, Vicks cough 
syrup, newspapers from years ago, 
joysticks, surfboards, 
deodorant. Batman bubble 
bath. Oh yes, we lounge 
daily in gigantic piles of 
poo and always will. Or 
will we...? 



DING DONG 

The only problem with liv- 
ing in squalor is that, as 
Dusty the kangaroo 
hounded litter-louts in the 



eighties, we find ourselves up 
against a new breed of busy-body — 
The Witch Upstairs. You see, the 
moment the tiniest piece of fluff 
falls onto the carpet, it triggers off a 
complex system of alarms, 
alerting Her to our crime. 
You can be sure that 
within seconds of , 
she'll appear in a 
cloud of smoke, 
cackling about 
safety standards 
and threatening 
the innocent with 
her hair. 
So we've heen 
ordered to tidy up or 
else The Witch will turn 
us all into Welshmen (Andy's 
been threatened with sterilisa- 
tion). So this could be your 
chance to pick up one of five 
fantastic The One Crap Packs, 
literally chock-a-block full of 
our very own pap. I think you need 
only glance at the genuine photos 
shown here, to realise what a spe- 
cial offer this truly is! 




HOW TO ENTER 

So fancy a bit of pur office in your 8} Winona Ryder 



bedroom, do ya? Well, you have to 
realise that we're giving prices 
away on a lucky dip basis, so 
whether you win the box of games 
or a pair of Simon's used pants, 
you have to pretend you're not dis- 
appointed. Okay? Alright then... 

To win yourself a mystery Crap 
Pack all you have to do is answer 
the following simple questions. 

(1) Batman is also known as: 

A) The Dark Knight 

B) The Bubble Bath Avenger 
C> Clark Kent 

D} Dr Susan Carthorse 

(J) Monster Munch crisps have; 

A) Two fingers 

B) Three fingers 

C) Four fingers 

0) One finger, one thumb, one 
arm r one leg, one nod of the 
head, stand up, sit down, 
keep moving, 

(3) In one of the photos you 
can just about see the right 
breast of: 
A) Kate Hush 



C) David Upchurch 

D) Steve lies' hair 

TIE BREAKER 

Complete the following sentence 

in no more than twelve words. 

"I'd really hate to be Andy Nut- 
tall because..." 

Once you've got the answers to the 
above, put them down, along with 
your name and address, and send 
them on a postcard or the back of 
an envelope addressed to the: 
P/ease Don't Be Welsh Compo, 
The One, Priory Court, 
3Q-32 Farringdon Lane, 
London EC1R 3 AU. 
Entries must arrive here before the 
23th of November or we'll just 
burn them. Also, while I'm here, if 
you can't write properly, get your 
mum to help you because any 
thing I can't read gets burnt, as 
do entries that use those pens 
with girly different 
coloured inks. Good 
luck pap pickers! 






.'<A£lt 



WIN! WIN! WIN! WIN! WIN! WIN! WINT"? 
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MAY 1991 

DN THE DISKS! Playable, demos of Lost 
Vikings, Legend 2, The Ancient Art er War in 
The Skies. Sink or Swim and Super Cauldron 
plus ■ complete PD flame Balder'* Groove 
WIPPED! Syndicate, Overdrive, Fit?* Stealth 
-'.'ijnrcj-, Soccer Kid and many more 1 
REVIEWED! B1 7 flying fortress. Beaver?, Sinfr 
?r Wjm.. Championship M»n*fjer '9J. Nippon 
Safes and many mdn! 

TIPPED! Players' guide to Body sluwi and 
VreJk Faldo's Golf, more on KGB and BhJ/'i 
T ontaro Game plus the start of a massive 
Chaos Engme guide: 1 
PLUS I Alien Breed 2 development diary 
starts I And — Exposed! Haw the mass media 
covers computer games I 

JUNE 1993 

ON THE DISKS! Blaster' A specially written 
full game far Thu On*. plu\ a playable dumu 
st Nippon Safes and two cnmplftf P0 

;jmi'v jlijtffi flj ih and Tr jrtor 3r',ira 
WIPPED! flutibd 'rt'SHM. flcjfms of Darin !• is, 
i'irFoi!'n( Unlri Caught.. M at? i j f rurn and many 

more! 

REVIEWED I Gaali, Super Cauldron. Ancient 

Art of War in the Skies, Legend 2, The lost 

Vikings and many more! 

TIPPED f Players' guide to Lionheart and 

Chuck Hock 1 plus the completion of the 

solutions to KGB and Chaos Engine! 

FiUS! Plus we tell you how to get into the 

lottnjare industry! 

M.Y1M9 

ON THE DISKS! Pl.iy.ibli' drmm of C.jnnon 

fodder, GUik.it Gladiators and Fl Challenge 

plus a uimplcte PD game, Baldyi 

,VIPP£D! Jurassic Park, The Settlen. Stardust. 

Simon The Sorcerer. HeroQuest 1 and 

many more! 

REVIEWED! Ishar 2, War in The Gulf, Dune 2, 

dvnxhip 3QQQ, Syndicate and many more! 

TIPPED! Complete players' guide to Arabian 

Nights. Iir*jvrr\ jind B~I7 pill* the start of 81ft 

Abrtndonvd Places 2 ablution! 

PLUS! Thalion Interviewed! 

SEPTEMBER 1M3 

ON THE DISKSf Playable demos of Overdrive, 

tubba 'n' Strif. Fit 7a Stealth Fighter. Deep 

Cere and Suburban Commando! 

wIPPED! (.air Actinn Hero, Micro Machines, 

Alfred thicken, Theatre of Death, Seek ft 

Destroy. Oscar and many man! 

REVIEWED! Soccer Kid, Hired Gluts, Diggers 

Premier Manager 2. Yo! Jo!, Blob, The 
Patrician and many more! 
TIPPED! Complete players' guide to 
Syndicate and War in the Gulf, a complete 
guide to iransarcfica and the start of the 
tshar 2 solution, the ongoing Abandoned 
Places 2 *nd World of legends sagas 
Plus CD 32: Mure Into! 

jCTOBER 1993 

ON THE DISKS! Play ablr demo* of Sp.ici- 
•lulk, Alfred Chicken, and Burning Rubber'. 
WIPPED! Mortal Kemhat, Elfmanla, 
Evolution, Wonder Dog, FT and many morel 
REVIEWED? Space Hulk, Jurassic Park, 
Overkill, Micro Machines, Alfred Chicken, 
Slastar, Disposable Hero, Burning 1 Subber 
and many more! 

TIPPED! Complete playact' guide to Diggers. 
ieastlord, Wibble World Giddy, The 
fatrltlan, Gaali, and more of the Ishar 2 and 
World of Legend solutions! 



As a person of discerning taste, you are no doubt a regular 
reader of The One, the publication we like to think is 
Britain's biggest and best Amiga games magazine, but that's 
because we write it. However, there may be embarrassing 
gaps in your collection, which is always, erm, really embar- 
rassing. Maybe you didn't start reading The One until recent- 
ly, perhaps you have just learned to read, or maybe your 
newsagent simply ran out of stock ■ — in which case, why 
didn't you place an order? 

Whatever the reason, here's your chance to fill those gap- 
ing voids in your compendium of excellence. On this page 
you'll find listed all available issues of The One, stretching 
back to the dawn of time (well last year, anyway}, complete 
with a summary of their contents. But remember: every issue 
has actually got loads more stuff in it than we've listed here. 

To order, just fill in the coupon below, write out a cheque 
or Postal Order for the required amount and send it to: The 
One Back Issues Dept., Tower Publishing, Sovereign Place, 
Lathkill St., Market Harborough LE16 9EF. And that's it! 
Remember: it's easier if you buy the issues in the first place. 



NOVEMBER 1993 

DN THE DISKS' ] diiki again, featuring a 

playable demo of (iridium 2, Hero Qufif 2. 

and Seek and Destroy, along with two enrn- 

plete PD Games! 

WIPPED! Body Blows Galactic, Kings Quest 

VI, Rally, Rise of the Robots, Seventh Sword" 

Of Mender and many morel 

REVIEWED! Brutal Sports Football, Cardiaxx, 

Oonk. Frontier: Elite 2, Qwaft and many, 

many more! 

TIPPED! Wired Guns (Pari 1 j. AHrvd Chicken 

(Part 1) guide to Spju.- Hulk [Part 1Mih.hr J 

(Part 3) and many more! 

PLUS! The Programmers talk to us! DMA Talk 

to us. Find out how we make The One. 

DECEMBER 1 S93 — SOLD OUT! 

JANUARY 1 994 

DN THE DISKS! Galactic. The Xmas Remix — ■ 

LDmpli'ii' game trom SUurm F jmiuIji — plus 

a dente of 2ool 2 and a complete A1 2QD-only 

PD game! 

WIPPED! Universe, Cool Spot. Dennis * 

Gnasher and Heimdall 2 Part Z! 



REVIEWED! Mnrt.,1 Kombat. Zool 2, T2, 
Microcosm , Subfa., 'ri' stilt and load? more, 
TIPPED! Player* 1 guidei in Bndy Blows 
Galactic. Corneal Air Patrol. Jurassic park 
and bund lei mere! 

PLUS! The Programmer* of LiberttitM ipt'dk! 
Massive preview of the games scheduled for 
release in 1994. 

FEBRUARY 1394 — SOLD OUT! 

MARCH 1 994 — SOLD OUT 

APRIL 1994 

ON THE DISKS! Playable demos of Heimdall 2 

Bump 'n' Burn plus two complete PD games 

Parattack and Cookie' 

WIPPED! flanshee, Flight of the Amazon 

Queen, Kutt of Speed and Club Footbal ! 

REVIEWED! Oarkmere, Muzzy. Manchester 

United Premier league Champion's, Mega 

Matinn.St.mx Heimdall 3, Bubble and 

Sourjk, Legacy of Sorts it ,ind b.ipi. mom 
TIPPED! rltr Settlftrt, WbM*tHm% Wizkid Jnd 
many more! 
PLUS! We talk to a Software Pirate! 
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MAY 1»4 

ON THE DISKS! 1 ditki yet again! Playable 

demoi of Pu S o$y. ZltKkwitvr. Mr niutf. and 

Banshee I A1 ZOO only), nluf two complete PO 

yames, OUCH and Smldge ! 

WIPPED! impossible Mission 2025, Hardcore, 

Mr Magoo etc, etc. 

REVIEWED! K 340, Apocalypse, Total Carnage 

Armour-Qeddon 2, Arcade Pool, Stable 

Master J and... oooh ro.trfi morel 

TIPPED! Innncrnl Until C.iuqht, Cntp.ncjn ? 
and much, much more' 
PLUS! Th* Sensible Soccrr Fancy Football 
League and we preview Beeb 2'i new pro- 
gramme with g.imi". |n It, Trlt Ni-t 

JUNE 1994 

ON THE DliKb! Playable demos of Armour- 
Ceddon It, Gulp, Touch 'AT Co. Plus two fan- 
tastic complete PO games, Kung Fu Charlies 
and Drpoprl 

WIPPED! Praoonitone, Kick-off 2, Ruff 'N' 
Tumble, Super Stardust and many more! 
REVIEWED! £l/wania, Valhalla, Banaf actor. 
Sierra Soccer, Traps W J Treasuries. Bump 'M' 
Bum and many mere! 

TIPPED! Players' guide ta Darkmere, plus a 
complete solution to eTeneath a Steel Sky. 
and part 3 of our Goblins 3 solution. 
PLUS! Trie Sensible Soccer Fancy Football 
League and the exhaustive guide to ECTS. 

JULY 1994 

ON THE DISKS r Playable demos of Sensible 

Soccer International Edition, Empire Soccer, 

Quik and Out To iuncM 

WIPPED! FIFA Soccer. Kid Vision*, Top Gear 2, 

Wild Cup. Psycho Pinball and many morel 

REVIEWED! Out To Lunch. Banshee. Crash 

Dummies, impossible Mission 2625, Quik and 

literally some' more] 

TIPPEDl K240, Armourdeddon 2, Manchester 

United PLC, Perihelion and bags morel 

PLU5I Trie Sensible Soccer Fancy Football 

League and our fantastic potted history of 

the Amiga, with pictures and jokes, 

AUGUST 1994 

DN THE DISKS! Fabby playable demos of Kid 
Chaos, Wild Cup, Vital Light and PD '« iton- 
klingty good Qrelbs! 

WiPPEO! Simon The Sorcerot- 2, Nova Storm, 
Dawn Patrol and many more! 
REVIEWED I Kid Chaos. Ruff 'n' Tumble, Putty 
Squad, Burntime, Wild Cup, Vital Light and 
figuratively 'bags' morel 
TIPPED! James Pond 3, Benefactor, the con- 
cluding part of our template solution to 
Goblin* J and torn mora! 
PLUS! The Fancy Football League! Liars! — 
we name the duff games the softies tried to 
sell by telling whoppers! Plus Great 
Programming Tricks of our Time! As well" 

SEPTEMBER 1994 

ON THE DISKS! The absolutely incredible AW? 

T n" Tumhtr, the brilliant Dr.ignncfonr, and 
the excellent Puffy Sduacf (A13 00-rinly| 
although you can get that on any Amiga 
games magazine, Exclusive? Some people 
(naming no names) don't know the meaning 
of the word. 
WIPPED! Cyberwar. King or Thieves. All 

Terrain Racing and more I 
REVIEWED! universe. Pinke, Ishar J. On the 
Bali, World Cup USA '9* and others! 
TIPPED! Benefactor, Valhalla, Kings Quttsl J I 
PtUS! We track down the brainiest program- 
mer in our side-splitting feature I 
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JUlatt's still recovering from the crap 'Coin- 
op Era Karaoke' title Harry gave his PD fea- 
ture a couple of months back, but the 
Broughtonmeister still managed to crawl 
from his bed and look at some of the latest 
top notch releases. 
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going to eat that ice 
cream is he Matt? 
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JET SET BILLY 

iostic, Disk G0204 

What tetter way to start ' PD 
Zone' than with a flash of 
nostalgia? Exactly — there 
just isn't, is there? [Well, perhaps an 
enormous picture of Kim Basinger 
would have been quite decent — 
Simon). Er, yes... anyway. 

Any self-respecting 
games player should he 
more than familiar 
with Jef Set Witfy 
because in simple 1 
terms, Willy was one \ 
of the original charac- 
ters that introduced us 
to platform games, I am 
of course referring to Manic 
Miner, but more specifically where tap ti he? 
this game is concerned, the sequel — 
Jet Set Willy 

In Jet Set Witty, you had to travel 
around a large number of increas- 
ingly surreal locations, collecting as 
many sparkling items as possible, 
while avoiding the monkeys, devils, 
toilets, kangaroos, and, well, any- 
thing that moved, even though logic 
suggested that perhaps it shouldn't. 

In Jet Set BILLY, you have to trav- 
el around a large number of increas- 
ingly surreal locations, collecting as 
many sparkling items as possible, 
while avoiding the monkeys, devils, 
toilets, kangaroos, and, well, any- 
thing that moves, even though logic 
suggests that perhaps it shouldn't 
{god, I love that cut and paste option 
on MacWrite!) 

Anyway, suffice it to say that you 
have to get past all of these strange 
creations and on to your ultimate 
goal of riches and rewards armed 
only with your stubby little legs and 
a small, but perfectly formed, jump. 

Along the way, apart from the 
baddies, obstacles such as platforms. 

r 



waterfalls and very-long-drops-off- 
the-edges-of-walls have to be nego- 
tiated, unless you're happy to lose 
one of your precious lives {and if you 
are, you really need to play a differ- 
ent game where things like that 
don't matter — perhaps backgam- 
mon or something}. 

Jet Set Bitty is one of those games 
that doesn't really have a lot to 
offer, but is an adequate 
diversion, while offering 
us saddies a quick plop 
into the pool of 
yesteryear. The map edi- 
tor isn't exactly some- 
thing you're likely to wet 
yourself over either. 

Oh, no hs's going to drink 
some water from out of that 
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DANGER/MOUSE 



Magnetic Fields, Disk 
GA180 



e's the greatest secret 
agent in the world — Dan- 
germouse! DANGER- 

MOUSE!" Ah, nostalgia pumped 
through my veins when this 
appeared on my Amiga's screen, 
and not due to any sad 'used to 
have it on my Spectrum reason" 
either, just because I used to play 
'Drmgormouse' in junior school 
(incidentally, I always WAS Danger- 
mouse because I was the tallest - 
ha ha!). 

Dagger mouse was one of a num- 
ber of tosgrove Hall cartoons 
{along with Super Ted and Count 
Dutkuia) that appeared in the 
eighties, offering the kiddies a taste 
of English humour just for a change 
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Taking some of the simplest 
ideas going, Baaa n' Runt is 
a very dinky, very colourful lit- 
tle platformer. Bits of Qwak are pre- 
sent in the woodwork, as are Dyn- 
ablaster and, well anything involving 
platforms and little people really. 

It's a simple idea; just run around 
the platforms dropping bombs and 
destroying a set number of targets 
on every level. Each level is filled with 
weird and wonderful creatures fol- 
lowing a simple course that can 
either be avoided or bombed — the 
choice, as they say, is yours. You do 
have a limited number of bombs to 
do all this with, but falling icons 
from the sky can be collected to 
replenish Mocks. Other bonuses 
come in the form of icons which 
have to be blown up, and then 
picked up, performing the usual spe- 
cial actions such as freezing baddies 
and awarding extra points. 
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"Space, the final blackcurrant fool". 
Well, it makes about as much sense. 



frm to ii-fimin uhl* hi b; 
pha *iM iI:k!bi ll* powu 

M BUI? iru* 
> '■ TtnT Pi 



I think he was the train 
driver as well, and the 
policeman... 



David Jason ma tne voice ror 101. 
in Wind of the Willows too... 

(and let's be honest, we were all get- 
ting a bit sick of strange Hungarian 
mice and Or Snuggles anyway). 
Blessed with such vocal talents as 
David Jason and the late great Terry 
Scott (as faithful mole Penfold), 
Dangermouse was forever thwart- 
ing the evil Baron Silas Greenback's 



X plans for world dom- 

■ I 1 1 \ i nation by just sort 

t \ of being there real- 

j~ i * I ly, if memory 

1 ij Ui / serves. (It was also 

' '/ quite groovy in la la 

"■-y la la la Look In!) 

Dangermouse, the PD 
I game, doesn't actually owe 
anything to the original cartoon 
other than its graphics, and is as such 
nothing more than a Hunchback 
clone. For those youngsters out 
there, Hunchback was a very early 
game, where you had to cross a 
number of increasingly hazardous 
screens to ring a bell, finally rescu 
ing Esmeralda, The dangers came in 
the form of flying arrows, bottom- 



PRESS RELEASE... PRESS RELEASE... Readers in the 
in CD32 products as well as stocking the full range 



Lancashire area might like to know that PD Zona 
of Magnetic Fields Shareware and PD. Their full | 
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Dangermouse, OANGERMOUSE. . 

oops wrong piccy 1 

Should you collect enough bonus 
letters, you can enter small sub- 
games such as a 'duck shoot' affair 
featuring huge mutant monkeys and 
killer bees (uh? Are you sure? — 
Hazza) No, really, 

As already mentioned, there's a 
large amount of Qwak-type fruit 
falling from the sky, which not only 
adds to the general mayhem, but 
also acts as a nice little point earner. 

Two player games take the form 
of simultaneous competitions, with 
both players desperately trying to 
destroy all the targets before his 
opponent does, making use of such 
nasty icons as 'rob the other player 
of all bombs' along the way — 
which, as you might imagine, is a bit 
of a git. 

Bazza 'N' Hunt is (apart from 
being yet another a bloody stupid 
name for a game with 'n J in the title 
— Harry) certainly interesting, but 
it's let down by perhaps being a bit 
too busy visually. Other than that, 
it's good old fashioned fun. 
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80% 












less pits, fireballs and guards trying 
to stick poles up your bottom. It 
was nothing more than a timing 
and reactions game, but in its day 
was a classic. 

So what's to tell about the 
mouse of danger? Well not a lot 
really. It's quite nicely programmed, 
and features some groovy samples 
of the original music and voices 
(plus a very evil Baron Greenback 
gloating at you every time you lose 
— the sod!). 

The game play really adds noth- 
ing new to the Hunchback genre 
other than a few pick-up icons that 
award speed or e«it the level. Not 
bad, and a nice reminder of a nice 
character, but not stunning. 
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MASQUERADE 



31 88 
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Helmet*, shields, the 

odd fait of lapis lazuli 

Or Sapphire... 



IS 




«w this is a very 
strange puzzle jobbie 
indeed. Nat [Dn- ^^m 
tent with having 
thought up 
strange game in 
the first place. 
Masquerade's 
programmers 
then pro- 
ceeded to 
use same 
very strange 
graphics as 
well. 

Also, rather 
frustratingly. 
Masquerade is as 
hard to describe as 
some of the later levels are 
to play, but I'll have a go nonetheless! 
(Thanks, Matt, that's really big of you. 
I mean it's anly your sodding job after 
all! — Simon.) In the game, you basi- 
cally have to move your cursor around 
a screen, collecting a set number of 
gems before the exit door will appear. 
Along the way. a number of blocks 
must be negotiated and manipulated, 
some of which are there to help you. 
some to hinder. 

Vour cursor moves in a Bouldefd^sh 
sort of way in that it 'eats' the blocks 
it moves over, allowing otherwise 
trapped blocks to show their true 
colours, acting a* their individual char- 
acteristics dictate. 

Portcullises drop on your head, 
knights in shining armour gallop across 
the screen, and barrels of TNT blow up 
(rather unsurprisingly). Should you 
move tn such a way as to bugger up 
the entire level, the game will spare 
you the embarrassment Df quitting by 
just pulling ypu put itself, and though 
you can sit and stare at the screen to 

work out its solution, it is more fun to 
actually trundle around causing may- 
hem and making a mess of things. The 
only problem with this, is that the d isk 
accessing is quite appalling, and I 
wouldn't be kidding if I was to say that 
you'll need to swap between the two 




disks eight times 
before every game 
begins. 

Masquerade does let 
you pick which level 
to enter the game at. 
but this is no consola- 
tion when you're trying 
to get into things and you 
have to keep faffing around 
with disks after every third life has 
left you. 

Unfortunately, the game also suf- 
fers from being of the 'one solution 
only' variety, so once you've learned 
haw to complete a specific level, the 
chances of you having much fun doing 
it all over again are as slender as Glen- 
da and her thin mate Srenda. 

MJiqueradc is quite interesting 
pose, but never incredible. 
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OH MR POSTMAN! 

•Cynostic, Office 01, New 

Enterprise Centre, Little 

Heath Id. Est., Old Church 

Road, Coventry, CV6 7NB. 

Tel: (0203) 681687 

■ Magnetic Fields, P.O. 

Box 118, Preston, 

Lancashire PR2 2AIV 

Tel: (0772) 881190 

* 17 Bit Software, 1st 

Floor Offices, 2/8 Market 

Street, Wakefield, West 

Yorkshire WF1 1DH 

Tel: (0924) 366982 



QUINGO (QUIZ 
BINGO) 

Magnetic Fields, 

Disk GA196 

ith a title like Quiz Bingo, I 
doubt you're exactly 

expecting a shoot "em-up, 
a beat-'em-up or any other sort of 
'em-up for that matter. Nope, you'll 
be expecting a clever hybrid of a pub 
quiz machine and that popular 
granny-pleaser Bingo — and you'd be 
spot on! 

I take my Nat off and bow to the 
programmers of Qumqu, because it's 
the first pub quiz sim I've ewer real- 
ly found enjoyable, both due to the 

content and the speed of the game, 
By this I mean that there's one lump 
of loading at the beginning, and then 
the game flows freely. It's also a nice 

idea — the winning numbers to fill 
your bingo sheet bit — that works 
It in context. You can choose to go 
r one, two or three balls per ques- 
tion, and though you'll obviously win 
prizes faster with the latter choice, 
the time limit per question reduces 
violently, (To the point where an old 
fella like Harry can't actually read the 
answers on offer before the time 
runs out!). 

Repetition is generally another 
thing that lets these games down as, 
while the real pub machines can hold 
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Two fat ladies? David Upchurch 

bending aver, more like, 

trillions of Q and A's your humble 
Amiga can't always supply a never- 
ending stream of hew questions 
without tons of disk accessing every 
five seconds, Fortunately, Quingo 

manages it. 

The questions themselves are a bit 
varied, and move from the simple 
"Who was the star of Jaws?" to the 
astronomical "How many miles from 

the sun is Earth?" (Well I knew, Mr 
Pants! — Harry). This isn't too bad in 
honesty, but you do find yourself 
occasionally screaming at the 
machine for expecting you to be 
omniscient. 

At the end of the day, this is about 
the best quiz game on offer (espe- 
cially considering the PD price), and 
I would recommend it to anyone 
who fancies a brain twister. 
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regular, Magnetic Fields, has just opened a new shop. It's called FX Multimedia and specialises 
address is: FX Multimedia, 60 Eldon Street, Preston, Lancashire PR1 7PJ Telephone: (0772) 257776 
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First issue on sale NOW! with 

FREE ' Essential Guide To Home Cinema' 



' Wll 11 nd WHAT HOME ENTERTAINMENT? in all 
K»d newsaeents ikm in I ho Hi-Fi Magazines.' ONLY £2.25 
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. THE WE 
. GEIMERATIQ 



i AMPS U 
| NIC HM TVs SU RRDUNO SOUND DECODERS 
RECORDfflS VCAs LASERDISC ft CD PLAYERS M 




PD Drome, Dept THO, 
32 M^pdpvv Terrace, 
HcrrincitDri Burn., 
HoLiB h ton-te-Spring, 
Tyn$ & Wear DH4 7AF 



Disks 
1-41 

11-20 
21-39 
31 JO 

P*P 

l:ju nqur 



E«ch 
Kp. 
»P 
lip 
tWp 

Tip 
Tip 
Tip 



htakr P Q'» A Chequci (leyeS") 
Ed PO Drone 



ACCESSORIES 



IDcapUakfeix .. 

MmHted cam 

DlM CS«riSB«» 1200}.. 

tWG»p.DI*fen 

J4F 



(1 itSOdlUlpi 
ilJOppipl 
..EJJSkSOppipl 
,,E.»|t50pp+pi 
..nT5.;tiL20p»pl 



St-ll B*r* Otrta 
K* BUnfc (Mi .... 



.nzsi or 5Qji «ch mi p*pi 

*!* etch (*n pipl 

40p «eh |rfi Dtp) 



WE CAN GET ANY PD ADVERTISED IN THIS MAGAZINE! I TEL; 091 5M 0917 I LOCAL EMQUIHY. PHONE FIRST IF PICKING UP 



UK. K.-ri I I 

£]l.'.ii>? 

u;n fiu (*■ ■ i 

iJIfHtatnXMWi 

iflrmni 

m* 

ultlSMrtl 
HBl Ml 

tBIIfexri 

iWlAv,-.,.. tkaar.Aidi 

tilCffdaailhiiMM!.! 

jw i"ji» i rm? ■ : 

-■ if 'I iaFai lU 

mTniinmir 

I ?K.Jk»aibai(arji rid* Kf 
.?* Jthwt.il ixrmi ttmka 

LMt'llfcn 

Lin V_lk fekuk*> 

tifc :<ir r™ 

Lb>ba i!l 



■ton 

S'.rtoki 



uniMilH 

[HP <4| * HHIWft 

ntt»;n 
umiUfia 

IK,'? < MM I 

ICHiaKlMf 

HUM ninw. i 

LC*;i n »>i»Ci m »i 

IHHhwHi'rHallkfc 

UMllMrtHttH 

u|«C*»*d 

ull'riwKvvi. 

ufflimnlkabaatJi 
(JOTk-tou 
DWHrtwhifllS 
uWFdww 

J^liii: 

sjhi »li»in 

1 iSfltaai ] ♦ M». 
J»IJnaiFirljM 
.»lk|uiil! 
Ja»TND|rdlPBfK 
(Mi i UU ^DlJI 
lOiw.i;-. 
mbDnnlll 
.Strata VI HM • : 



.11: 1F« Zcih ladm 

JEirtFtHUWZII 
UWW1MJH 

iniraKuniMii it 
1*6 twite .U 





i*U .1 



Oil] '..a Tiki, 
ulttlaaai 

i in* sunt sm met 



"Ikaahri 




GIB En* ■ IkrJt* 

GUIS 

CIKHMikH 

CIH [«*■ ftka ait] 

GimwirW 

GIF t#r Sam !M n |i 

Glim— i<u 

yiita-p.lt 
Girth 

1t-"ji"W 

IMaejAl 




1MB 



«M hate i«j 
aWtaM 

" .hiiDa*— 



U.T ikrT'K IPa kaa 



tWUkktOB. 

»K"MiNi 

Ml ki tit 

tum.,.rit<i 
«ts^puM|ismi 

fUEMllII 

HUT* a 1 *, Lhh 

:ia Trn. r* 
;ikit«** 

E>lB)aa»Tlaf Sal 

EllllllFMrCMlH 

EI»L1|« 

£I*F*W|D 

EIHIOiZ 

EilStlSaritMlllH 

BlirhHFMtMHW 

GIB Html <m rm 

Ginmw«HkU* 

Gin avaiii life 

GmfeMtw 

svm 

tlHUI 

',I.Hlr*epN 

GHHnf* 

(ilftkaHMa 



star 

it* Bol rj'iFad' 
itl'lb. trLuWi I 
2 [II Grand Far 
HBbii » .] ! 
lttMbal,Wt.,.|?| 
MUF. 



KlirntNltaBBl 

•I'hwilHl 

wu-aJVdik 
■inlirpaaw i-*,t, .a,'.* 

kit*, b-. hi 

KlJ! FW-Enjn tan* 

ll il Sun e« h hWl 

lltlM'M 

kltHi-i* *Mi»i|!| 

BHt-PlW.thF.lll 

UMOrn 

IIHlUdl.lM 

UWWdkH 
KUUvTI»I.IH-} 



WO) FtwU F^h 

HtMJMiP^IUpadDi : 
nl.l lin. mi t. bifai 
OM 1 -liF-li, 
[lJIMir.0^, 

*•."• 'j— |-- 

DM' Fark/lHI 
DEI inf In 
DE1-' » h>»l |!l 
Ktlmtip 



D7J* Li»-y-j 

D737 >yf> Aa>d I'CMHtal 

DMIItrtu 

DKI'-lbl—l 

0^ 

DSI 

BSI 

n^Fi 

DHL 

mt* 

•HI 

DiUMwilaLWl 
TMIfcHMHTltil Till 

■■■H-lffTil 



■*i:«iiww. 

si«<b»*i 
ii!:~.»i_,!i 

an Ty b mi iMfr ^«^** 
diitui_i: 



HU 
RBlUl 
U\ W Fur 4m Hi 

IM>«n] 
USTJI&^TiaiW 

mii'bi-iii 
litf-)hi-|hn|31)<* 

«HH»»«11«Nl».'4:T«tl|II 

recoil* tmMlHati. I 



■rViF.d.j.iuM 
B«r|t.(K.Liyi!i 

I'ibM .Lh<'n> 
Wltli Enk Ebr«a tail 

KSuwimii 

BD31.' Flu** id 
alii Id Pirn [in 



"-'■""■■"^ 



UNIunlobr 

Iffl-'KiU*! 

[rameiub! 

USI ICt [Hi i 
UWFl»«r».|i* 

ujiiKtmntn 

UJI.'F-iit, 

[l)IIHM>fOK(«**, 

UttlllMM 

am u*t\na .if 
unoi u^n riu o 
IJ3FI LiipmvIi 
i;imi w :ii>nJiiiOI 



WAIn 






it. in 
■o 



Dtni^BHi 

DINFlWMri 

Wl-Thft 

ntifetOm* 

ECtHFl 

DNti* 

UMJFtJIm 

ira^^hf* 

DSiFVKW 

ElftJl. j*. i» i-.-l 

sinf4bn U4»*tr ;*: «y 

«■■■»■;■■■*!!'.■■'*■ 

SIDIbpiFihn 
UhFimilU 
t*Kll«KJ,|)'.ll!l 

switeMiiri an 

SHK«MiUl! 



BUSINESS PAC« OHf 



SPECIAL PACKS 



Pticm IikIuM ptwliga. b.^ , ) t,-, 1*. Pn« 
Viab P-<«k).l i kajj»ral 

[HlHkM 



Ppchfi dp Mit Include In 

gin aMfunkm «Hh tot 

dnkv 



>IH*j - ::': 




■iTi linn l»J rnMiFlMBJ, 

lulu W)Bxi««Emi! Lih 
Fnr.rilAi UipillChjilr 



.in,.,, jr. 



SPECTRUM PACK 



V*I'JT ITJ1W I 



IIF. 1**1.1 at« Ir^ln IpiA 

!<f— k. Go. Im . mm b • m<0 

llSflll Q.n.n rib In MiA Emuul: 



ASTHQUKIKIr v#Ch. 



HHflW VllDRr 



->U:Li L4>> 



F I LpCENCEWARC ■ Prict* lrt>ni f 3.W 10 CB.-Bg 



J r J— .. ja hfcrL hn .law i' m J lfli M iJt»a*H>MeJ«lFl Im—imF 
rak%aBtaiiriiiJI9Ki IIMlillTliiHillMlilll TMH— >l*»li* F 



IW Fdwailt Oa-Cbrlt EM< 

i, »j IT., i-infl i...n.l.u •)■.'.( cue |i., 

^*h gut. UnHV^ww | j "ihwid^iVI*wd 
«t:*i:»JH * y< PDM:ift •tloiidWiH ri 

rohkibai md 1*1 nl hH« |M#ld-ll !■ WM/m 
b .r F T lain 1 ' *»«■ Mall MM!.' 



,ii«iiw*n' 

M1>t*(JPi«| 
IIMI 



!■ 



EHPirlHriTlllJEtla) EW 

j<w mm iraj'JtHaj i*w ■>"F1V<n|'*1B* 

.*a«- . SWjM ta m r** 1 rttT'F !*• « M l"i^*i." 
iMlaapi. T.aaa ■allied ri h aatapiai— wl 

ai^M h ra JUU ikix raAta MaaHi 
iiMb-l.li^^.rk.varit.laWnLrhn 

no.aaafyn ji^ia n. y.h-ja^.i J— 

■■ I IHJ«f MfWT. 

iijjiiuiviF-. aw 

■ lUnW »N (Ll VV |(W IJl Tk| a ta 

al *a ad*HdaHlj HtMiaifv ■** 

aadUlWtaair.ttiMalaWH4MI|N 



IIK-ii.tainii 

LP_la»M|'l 



11H 

rlduiiaiar- 
|.»l'|i.la(i|!ii|l«ii«l|*(n«i»4a.«.r« 

m«HaVB«Tjati*«flrfjn*ifrii i m «J ha m^ 

haaa ha mr.midrlH&|4l*VT. rMWIIIiil 
WMtftUMII 

fiubk 1 1 ■ i L^j-roj^iy? il an 
lit 1 1 Ha Lap -rtai^ ta —J* «. . rid 

Mtf-aiMMK |l^a wk WM.a »»^ t T f¥ » r "■■*■ 
io wx«* Le*ai«lpta>ai p^f|.ia«aya m |Hal 
FaaaHl W ri Fifclfl hrLpHn ptw;* het r**V^ 

i-Vr. 

FI0Hi«rFw. a." 

S«paibaaa^i,lM4eKiajHpiffip«:k>iiki*a. **• 
naa »< M f-l lj aM fl il.i*j*wi irnhJlajj im m 

laxfa, jaat ^1 alWiri riadi |a^ rirthrlM 

ha^di«a><a>-p^>l.laVi l a>ai 
fiMMaiak,.!* 



F'WThilaaTllarlU 

Thj In hf h» *" aadkri ■ ■■ aaa n 



an 

d-Jiharan 



■■tmam PeiBBBiiM ^inpipnla*a 
. ._niXiPl*t hi ilwntddn.aM*. .w — 
riwfcaaMTa>rriai*HH w aii wrsay-afawi.! 

iif, ad dn iii i. ial Tlll*lllll ■ Fad M Ht> 

^*a mi d -i afa^ ^i - Sarrfat ■ H-.J. 
K»,. Tvi, Fk rthIh rtFaafa, Uafc. U . 
■riii.iainipiiiiir r^iir ' i~rip~ 

lllll lain mar llnmrUanFSIb; an 

H to bB m-tt «Hd«d WWl d anned. 

... ^ J .^...^ T T"*"— L *~ 

onMejilM.Sat n w ii i an n»l«wt -^ pwr Wrw. 

l a n id ii Pit.. |ka S*; "a. * 
liaali lit (W |LUtVI| ■ had W* 
JlPtw D»1H|- had I <*gl S IKNI 

IlllfWlp**, E3H 

W « w i h iiibIiWwi h I a tw— i rim. 

raraa. F I0MU IdlN ptrrHH 1 

nmiWaiBiHEw Bfl 

hanalil [LiMHU I H. "I 'If1*v UTttKM^ 

ail ~'»<Ba.aaadp«riair]!Tiaii 

I . i?-^-r*— ilM' hi pkrm oavinka I 

Z - FWp ail. .y«iii taait « hi (npjfaiiapW 



i h« 



*a l|n»i|ii| d*i«HtiaJ M>. 

Flllllntkt HH 

Thk aH k eaatf Iji h my TWi Mi ^ ll kw ihi 

dd\ aa«jaai aaaew. 

I ■ PnLnrb^i. dpadM mi palini idltajll Ml 

Mk 

T mi m i m*a ml nmw u p n a t * ha 

J-Dilai prkai k-hm I Urid HMh| II 1 



nillHUnd Mk«*j*i:<l mail |9»Chr>«4| n" 

Laa nlFa 0M l.a. 'll 'GMd 1 i*Va H 1*1 .i ** a| 

kiii^iai'ff.lp aiQ«ai| Tipnifhi i'Th'iiI*"'i 

wd II t mna [mil rill mm kl bad 
IJL'lKl <* mv P <* ""J IS Fa*". I l.ha W 

LaaVunitTi 



licit Ha* ■ to DS« 

brtrid a Th«t (fcntll "Jfc h ■ Hi^eanp. I* 
kaawi ^i |ri lain lid THiill M MIJIM M 
Lad [rakTlara*. ■bribTT.TUn _ ^ahi 

|.*HlHf""»iW"»~« luflnui. 

panhmneii nj ikkdjllnUlin. ml mm nd iaad 
Fl QweiMlM lijwrH kiTH CH-ntrM J#i H. 

I'^n.utiairw an 

Th lal in* mtHm *4t* » at«r> n*aj#. H 

idiil aj kriiq aaMrl mill hfl k»lfd lirti rt* 
iT-Jdila— Taa— I I I TkaaMMdrilj 
rtaVtwsi' )>!»»* FF. ™j— .» Sta-il_ 
■BB, HH^(BbHT^ nPJLvHrl j4*j|W b H ■¥" , J™^"J 
■ I' .ta-, 

rnMaiM C9» 

TH nil I* Mk>pl «tt 91 pun M hiaa) Mt 
e iiri IMii hiha.jliiiinm THeHnantir 
Fin 1 «bw H* ItiOi FUU.1 ¥ umHHFEl 
TFa *al lai Fai aarid r4|dFlaal daUl HHl mi 

V.. ai*« ailpiari^aiiViiaiB itai art uaai 
1W irivhaaa FIB 

d-d Pa kri riaakaal nil ri Ian TH «M I Ft' 

#fm J b iTwe nv Liwibuib,*— aa 
I KMflMfBliPFilllJbniapa 



) ■ Crhrad rnai Hldaj|it4l 
iadrararLril.iaw raaHrM*ik|lalal UHH 
• ■ F*a aafl iFlrpa a ia.riaad di 

I HTJi-^rwl .•■■!! Dill.- fit," 

[I'ltiiU K»i», ■*».! i Fa] kv-i a. U 
ITII'IHl HI tn hi M»r<u- «Kiajd nl Ikt 

k~ii >9 nt iji^MiMl i'rt"Wrt HME PflW II Mff 
tM-JWTBidHtT^tniiMMWiMinilHlatilH! 

^nir-n MM farfWpr--.] a Wwrtae-te 



1 ■ IrfB r.rfai «« |I«A nut- |f Ep>*tMI| h K- |lM» 



i • iwrtprmii ti* *■«■>*■ p -pp*i Jinn 

] ■ HkrM-1- j>**f** p*f i -. >.■"> !««»«( H 
^- Eitai ta rmmi rfrVlitlMkT -**M ™l ^ *■*"- 

S-M**iSi 

«. Cum ft in.iHwrj .. 




■BOROUGH, NORHH YO 



I -hip Kliiirtir' '1-1 
SmnDritGMl. 

CVockwlH I ■ : ' 

l'i»*ljl k ii 

IKLVj 
III, . 

rjinuuiH i>iki.>c A#ne) 

linL 

rjaBpMabk Fr-.i.- 
LkKjdlc&u. 
CMkuU 

Fanu.i-t I ■ . 

>■■»:- 
hi'-i jn.l liii-l ■ i 

av- 






ast 

...JH.* 

r -■ ii 

tid.w 

...£5.W 

..JIIF.M 

1M.11 

i , i.fl 

i ii ■■-! 




s«k ind Ucmvy 
seakn 

IildmiMti 

BhlEkM. Wort* 

Simpv>ni 

Sim Ani 
SbBBarih 

SimCits »i 

I 

■Ml...' * 1." 

Siilmr\iii i'.-ii.iui'il'' 

Siaiir Kill AWIUiAiaiU 

Suimnri l".iiii|i . 

Sl*Vni Tffarli M-uu^ti „.... 

".*!■■■ I -: I - . ■ ■ . - 

Spavr Ci"j.>>- 
SupfrmiKY 
S|>¥,l H..II 1 

5d3f/t't Pun -|iJt NomDen 
TrUiUa.TjnJi]-un wcjk>V(jrdi7 Yn. 

rm. - 



■■..|<r Full him 

\1lilvuliL-i I 

Mki l^rrirlnlin \£ ajjlir ('iuill|'lnll. 

NlBhl Mull 

M.nj* 



■i r .j. .,..c n 

S — a i r Ot>mplji 

W«mFjl* Ira Sn.-nr 



t\2tw 

i .■■,•• 
LMfi 

!■.■■■. 



Tii.jI r\j.uil> 

Hmmli' Talk I ead . ... 

S.-li.-i. 

IJllioWtOrill 
I'ni^erv 
I i.i|ii,- 
WimerCaTfi. 

WeniFHY lr£.SocHr 

i 
Wiulr. Vayadc _. 

WfinHr. FJujUj lugtc. — 



illl.'-J 

u.w 

... II II. 1-1 

i-l-l 
n.w 

j£I3.« 

... I'.'l" 
.... l-l'l" 

£14 FW 

.... ll m 
, £J.»J 

il4.W 

,. .... 
....... 

.Lid*! 



CD 52 



..J]*T» 



Lilllcl*.' 



hi., jl Sfani P'iKHbell 

rkiiin. 

Fl^ HJI.F.-I 

HWJh 

)■**> P.-...I ! 

■ 
Tr>al PurBVfl 



.I'l'i-i 
iliiii. 

>|IIM 

B.» 

lit) 

il5.ii 

t 'l Ll 

- 

llO.'Hl 

1IJ.1" 

lEH.m 



COMPILATIONS 

THE GREATEST £14.W 

Jimmy WTiLtc-ZLFune 
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StiutLLe/FuputViii 2 

Archer M ■ ■ ■ -i !'■■ ■ .i:i« Pond 2 
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RECOMMENDED 



October is my favourite month. The wind through my hair, toasted tea-calces and that 
marvellous nip in the air. At The One we go for lovely long walks in the wild woods and 
kick our way through carpets of golden leaves. We all have our special way of enjoying 
these rambles. Simon always says that beneath the waving canopy of ancient beeches, 
he feels at one with the Universe. Matt often comes over all melancholy and says The 
Clue to our existence is fundamentally tragic and that Bono was most definitely On the 
Ball when he said that October is the time that 'kingdoms rise and kingdoms fair. On 
the other hand r Andy is usually a little the worse for drink on our excursions and often 
hallucinates wildly: 'Ishar 3 faireessh gambol acrossh the path just then! I want to be a 
pixie with a shilver hat! 1 he'll gabble breathlessly and start trying to hug and kiss every- 
body. Thankfully he can usually be beaten off with sticks. With poo on them. 



Alien Breed 2 


Publisher: 


Tv.um 17 


Issue Reviewed: 


December 1 993 


Memory: 


1Mb 


Price: 


£26,99 



88% 



Team 17 return le familiar territory with this, the sequel 
to the game that first established the company as one 
ot Britain's leading Amiga developers, It's, more of the 
same Gauntlet-esque bug-hunting action basically, but 
Wgger, busier and blaslier. Some have complained it's 
too easy, mough... 




Brutal Sports Football 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Millennium 
hlausmber 1 993 

1Mb 
£25,99 



It's been a long time since Speedball 2 sei the pace in 
fantasy sports games, and while Brutal Sports Football 
doesn't quite make the Bitmap game Obsolete it's a 
worthy companion piece, It's extremely violent, with 
spurts ol blood flying everywhere and even the 
QCCfHSlonal decapitation. You have been warned,.. 



Banshee 




Publisher: 


Core 


1 ssue Reviewed : 


July 1994 


Memory: 


2Mb 


Pri»! 


£29.99 



B<in-,hi-i: i', ,< mllfti-[.oaster ride to hell. In a buzz-bird 
called Banshee. T* si your trigger finger and powers of 
concentration in a Tora!Tore!-ta5(ie one- or two-player 
flight of fantasy arid «r,,. blowing things 1o kingdom 
come. It's greal fun, basically. 



Beneath a Steel Sky 




Bubba 'n' 


Stix 


Publisher: 


Core Design 


Issue Reviewed: 


January 1844 


Memory: 


1Mb 


Price: 


£25.99 



Another platform game from Core &csiqn? Surely mil 
We shouldn't moan, though, especially if they're as well 
designed as Bubba V Stix, Yes, it's a bit short, but it's 
heaulitully programmed, the graphics have a vividness 
not Often seen on the Amiga and there's a brilliant vein 
01 humour running through it all. Fantastic stuff, when 
all's said and dene. 



Publisher: 
Issue Reviewed: 

Memory: 
Price: 



Virgin Interactive 

November 1 993 

1Mb 

£29.99 



93% 



Qf%0/ Bump <N ' Bum 



Revolution's latest has been produced in collaboration 
with Comic artist D8v* GlbrJOPS, and if ever there was a 
match made in heaven, then this is It. The result Is a 
stunning graphic adventure which might lack hufrVOUr 
compared to Monkey Island — but more than Competes 
In every other department. 

Body Blows Galactic 




Publisher: 


Team 17 


Issue Reviewed: 


December 1993 


Memory: 


1Mb 


Price;: 


£26.99 



o 



Yet another sequel Prom Team 1 7 which does for street 
fightm' what Alien Breed 3 does tor bug huntln'. Body 
Blows Galactic is 'the business', boasting much 
smoother animation — the characters no longer move 
like Scott Tracy — raster action, animated 
backgrounds and enhanced sound effects. 




Publisher: 


Qrandilam 


Issue Reviewed: 


June 1394 


Memory: 


1Mb 


Price: 


£25.99 


Addictive 3-P raping as this Super MarioKart-with- 
knobs*ort screeches On to the Amiga. Death Race adOO 
in a chuchlesome cartoon Style, With amailng weapon* 
la blast your way through eight levels of Supercharged 
chicanery, make Bump 'hi' Bum a must for those who 
always thought that all Scalactrix lacked was a bit of 
mindless violence. 


Cannon Fodder 


Publisher: 


Virgin Interactive 


Issue Reviewed: 


December 1993 


Memory: 


1Mb 


Price: 


£29.99 



War, according to the Sensible boys, has never been ! 

much fun, and we have to agree — Cannon Fodder is 
one of the most enjoyable games we've played in 
yonks. It may look like a fairly simple run-around and 
blast altair, but there's a surprising amount of stratem 
rn:<-[ii;[i it you're to make it through to the end. 



RECO 



ENDED 






Ch'ship Manager Italia 



Publisher: 


Intelek 


Issue Reviewed: 


March 1904 


lYk'ITirjry 


1Mb 


Price: 


R1T.00 



89% 



Although Ihe main difference between IftiS and the 
Other Championship Manager games is that you get to 
lake control Ql clubs with funny names, the reduced 

price and increased running speed earn this ;i 
respectable mark- Novices may have a bit cf trouble 
getting to grips with It but (Of the ifiM of us it's lab. 




88% 




Genesia 




Publisher: 


Mi rid scape 


Issue Reviewed: 


January 1 994 


Memory: 


1Mb 


Price: 


£29.99 



This is a huge 'society building 1 game very similar to 
The Settlers. Starting olf with a liny tribe Of people, you 

mu$t use their various skills to build a thriving 
Civilisation. It's nol as easy to get into as The Settlors, 
but Offers gnsilfir rewards for those who persevere, 



The Clue 




Publisher; 


Black Legend 


Issue Reviewed: 


September 1 994 


Memory: 


1Mb 


Price: 


£29,99 



88°/c 



87% 



Ishar 3 



Plan and execute crimes in the comfort 01 your own 
home, Become London's Mr Big without ever leaving 
your bedroom! Yes The Clue is proof that crime play*.! 
From humble lea-lealery to big blagues wilh shooters 
'n" slaggs it's down to you 10 outwit 'The Filth' and stay 
out of the 'Scrubbs' without staying clean! 



Elf mania 




Publisher: 


Renegade 


Issue Reviewed: 


June 1994 


Memory: 


1Mb 


Price: 


£16,99 



Mortal Komblt comes to the elf-kingdom and gels its 
teeth kkked-in by a gorgeous glfly with pointy ears. 
Elfmania makes all other beat 'em-UpS on the Amiga 
look pretty crappy — and the introduction of strategy is 
truly inspired. We were completely gobsmacked. It's the 
test ever. Honestly. 




Publisher: 


Daze 


Issue Reviewed; 


September 199 <* 


Memory: 


1Mb 


Price: 


£34.99 



Ishar'S back and this time e'est tnois! Wohralax Ihe 
black dragon is Created lord of Sllh by the Powers of 
Chaos as a reward for being lop bad bloke. More 
unpronouncable names and Jaw-Crackmg plot twists 
from our Froggy chums in this sequel to the sequel With 
Its Krwbs enorme, er... sur, 



Heimdall 2 




Publisher; 


Core Design 


Issue Reviewed: 


April 199 4 


Memory: 


1Mb 


Price: 


£34,99 



HeimdaM 2 is without •< doubt, the best of its kind. It's 
got jub.1 the right balance between action, adventure 
and puzzle solving with a smattering of humour In all 
the right places- Blood, runes, arcs and great dollops Of 
magic will keep you on loki's trail, in the company Of a 
fetching Valkyrie seiKlly-named Ursba. 



F1 



Publisher: 


Dornark 


Issue Renewed: 


February 1994 


Memory: 


1Mb 


Price: 


£25.99 



From the French geezers who brought you vYoom 
comes this, the official F1 licence, To be honest it's 
basically Vroom ail aver again but slightly laslet, <as it 
It needed to be!) and with a superb Iwo-player mode. 
Although nol realistic enough to satisfy a true F1 buff, 
it offers incredible thrills and spills to the arcade lover. 




89% 



Jurassic Park 




Publisher: 


Ocean 


Issue Reviewed: 


October 1 993 


Memory: 


1Mb 


Price: 


£26.99 



An Ocean film conversion wilh not a platform in sight? 
Shurely shome mishtake? Mope — taking a pinch Of 
The Chaos Engine and mixing it with a couple 01 
spoonfuls Ol Legends Ol Valour, JP turns out 10 be a 
game worthy of the licence, with arcade action a-plertly. 
Deserves to be a smash. 



Frontier: Elite 2 



Publisher: 


GameTek 


issue Reviewed: 


November 1993 


Memory: 


1Mb 


Price: 


£34,99 



96% 



90% 



James Pond 3 



Publisher: 



Millennium 



We've waited a long, long time for this, but it's been 

worth every minute Ol it. Frontier is, quile simply, the 
game you bought youf Amiga lor. Admitted, it's not the 
most "beginner friendly' 'game ever, and It takes a while 
to get its hooks into you, but when il does It won't let 
go for years. A must buy. 




g 
g 



* 



Issue Reviewed: 


June 1 994 


Memory: 


2Mb 


Price: 


£29.99 



! g ^^^F^***^^^ 



The third Pond piattdrmer is huge. And bloody fast. In 
Operation Stems h Pond weighs in wilh a leaner, 
meaner, Sean Connety mi a performance to surpass, bis 
cute Roger MOOre In RofiOCOd. OK, so there's bit less 
colour but bags more Character »mi Ihe gameplay is 
infinitely more taxing, The ultimate Pond adventure! 



Fury of the Furries 



90% 



90% 



K240 



Publisher: 


Mind&cape 


Issue Reviewed: 


January 1994 


Memory: 


1Mb 


Price: 


£29.99 



A puilie/piatform game very similar to The Lost Vikings. 
Fury Of tit* Furries pliers 1 OO levels of mind -bending, 
reflea-twling action as you use your three Cute Tinles In 
various permutations to reach each stage's exit. Believe 
us t it's as addictive as hell. 
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Publisher: 


Gremlin 


1 ssue Reviewed: 


May 1994 


Memory: 


1Mb 


Price: 


£29.99 



The beat alidteyy game since Dune Z t KZ4Q is o bit hhc 
Populous with asteroids. From your base-asteroid it's 

up to you lo discover more, colonise 'em, exploit 
'em, and defend everything you've got against 
aliens in a race for galactic domination. Build 

fleets, blast aliens, minn stuff. Wi laved ti. 
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Kid Chaos 




publisher: 


Ocean 


Issue Reviewed: 


August 1 994 


Memory; 


1Mb 


Price; 


£25.93 



Crazy story Una, crazy game, The ehaolk cave-kid hum 

the cretaceous age clubs his way through this 
platformer faster than a hungry T-Rex chasing a jet- 
propelled cow. More paralU" than anything iince 
Lion heart and mere sulisfyingty violent than tinting 
banks Of stinging rattles with a big Stick. 



Liberation: Captive 2 




90% 



— ■- - 



Publisher 


Mindscape 


Issue Reviewed: 


December 1 093 


Memory: 


2Mb (CD32/A1200 only) 


Price: 


£34.89 



Yes! Here It Is — the first CD32 qamfr lo enter 
Recommended. And deservedly so — Liberation li a 
brilliant, atmospheric RPG with one ot Ihe seiiest 
Intras you're ever likely to see. Really SHOWS of) 
Commodore's capabilities to the lull. 



Mega Motion 



Publisher: 


Slack Legend 


Issue Reviewed: 


April 1934 


Memory: 


G12K 


Price: 


CI 9.99 



One Ql the most rewarding ami brain -teasing games 

we've played for ages- The concept Is simple and the 
animation fab, II reminds us a bit ml Boulderdesh but 
it's not derivative. Only available as part Of a two-pack, 
the other game being Statu which we rate St 84% and 
fust misses its own entry. Stonklngly good value. 



Microcosm 




Publisher: 


PsygnosJs 


Issue Reviewed: 


January 1994 


Memory: 


2Mb (CDS 2 only) 


Price: 


£34.99 





fJrS1»HP& 



Ai 



>■ 



94% 



90% 




86% 



90% 




Out to Lunch 



Publisher: 


Mmdicjpi 1 


Issue Reviewed: 


July 1984 


Memory: 


2Mb 


Price: 


£29.98 



Food glorious food — but hang on! — it's, ill done a 
runner! So Pierre la Chef is on a Cooks' Tour around 
some exotic locations (e-r... a part from Switzerland) to 
re-stock his larder. Out to Lunch Is a tasty platform 
patisserie with scrammy animations and sprites that 
lake Ihe biscuit. And that's no word od a pie! 



Puggsy 



Publisher 


Psygnc-SiS 


Issue Reviewed: 


March 1994 


Memory: 


1Mb 


Price: 


£34.99 



On the surface, Puggsy looks like a slew platformer 
with not much going op, but it you spend a few minutes 
learning the game mechanics and experimenting with 
the Total Object Interaction, Ihen you'll discover a 
beautilullu jm mated arcade adventure with fantastic 
graphics and sound. 



Putty Squad 



Publisher: 



System 3 



Okay, SO basically it's little more Ihan a basic 3D shoot- 
'em-up in the Space Harrier mould, but as far as 3D 
shoot-'em-ups go it's just about Ihe best-looking one 
you could possibly imagine. And it plays pretty well too, 
although Ute joypad doesn't half make your thumb sore, 
All it really lacks is varlely. Ah well 



Issue Reviewed: 


August 1994 


Memory: 


2Mb 


Price: 


£29.99 



Putty Squad knocks several buckets of poO OUl Of Putt* 
Thrill to 36 levels Of squlshy blue- fun, which Is gmore 
squlshy blue fun than you can. have a-squeezing things 
in a policeman's trousers, Probably, Torts 01 different 

enemies, Sumptuous graphics and Ions lasting platform 
fun for all the (amity. 



86°/c 




88% Qwak 



r 



1 jRV mi 1 



Publisher: 


Team 17 


Issue Reviewed; 


November 1993 


Memory: 


1Mb 


Price: 


£12.99 



Qwak may be 'just 1 a budget title but it's completely 
brilliant whbch Is why it's found a home here amongst 

the Recommendeds- It's a one- or two-player Rubble 
Bobble- style game, with the aim being Simply to amass 
points on your platlornvfllled odyssey through the 
Kingdom of cutenes*. Simply marvellous. 



Mortal Kombat 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Virgin Interactive 
January 1993 
1Mb 
£34.99 



Top marks to Virgin and Probe Software for doming Up 
with arguably the most accurate coin-op conversion 
seen in 3 long time. Everything from the arcade original 
is here ■ the graphics, the sound and, most importantly, 
the gamoplay ('Ihe gore* surety? — Ed), Up until 
Elfmania, this was the best beat-'em-up Oh Ihe Amiga., 



On The Ball 

Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Daze 

September 1994 
1Mb 
£29.99 




Ruff 'N' Tumble 



Tt 

^3 



A management Sim with a difference, the only thing On 

The Ball lacks is Brian Moore. Fresh as a daisy and as 

deep as [something we didn't understand — Simon 

and Mattl, here's a focriu game to wander through 

wearing a big shirt, to linger In and make a fragrant 

posy for your sweetheart with (what? — everyone) 




Publisher: 
Issue Reviewed: 
Memory; 
Price: 



Renegade 
August 1994 
1Mb 
RZ5.99 



The best game ever with M' in the title? Little Rufl has 
lost "Is marbles and that means mega-blaster mayhem ir 
plaltermular mode for the likes of you 'n' me. This gams 
is sharper than MichaelangolC'4 best pencil, and that's 
no word or a He because it's right there at Ihe sharp-end 
of the platlorm renaissance. Ha, ha. 

Second Samurai 



Publisher: 
issue Reviewed: 
Memory: 

Price: 



Psygnobib 
December 1993 
1Mb 
£29 » 



Although perhaps looking a little too similar to the 
rtrlglnal First Samurai, this sequel is a far better game. 
The hero doesn't move quite 3 iiuidly as he used to but 
he's stilt pretty nitty wrth his Sword, and the lighter level 
ite&lgn and less oblique puzil«a make for a much mor» 
entertaining experience all round. 



ECOM MENDED 




The Settlers 




Publisher: 


Slue Byte 


Issue Reviewed: 


December 1993 


Memory; 


1Mb 


Pries: 


£34.99 



90% 



87% 



Imagine Utile Computer People cross-bred wHIi 
Populous and you'll have a good idea as to what The 

Settlers took* and plays like, it's your typical Cod game 
foulld in empire, keep your folks happy and quash any 
rivals) Spruced up with some super-cute animations on 
your subjects. Very user-friendly 




Universe 




Publisher: 


Coca- 


Issue Reviewed: 


September 1 994 


Memory: 


1Mb 


Prle*: 


£34.89 



Played an adventure with plenty 44 bot arcade action 
recently? Np? Wj-ll, Universe has mora puzzles than a 
gargantuan helping of enigma pie and mere changes of 
pace I hun Mr [somebody we didn't know — Simon and 
Malt] hlmSell. it'll warm up your belly and make your 
feet smelly If you like your games to have (hat bit entra. 



Skidmarks 




Publisher: 


Add Software 


Issue Reviewed: 


January 1 994 


Memory: 


51 SK 


Price: 


£25.99 



88% 



If you have land memories of Super Off-Road then 
prepare to have Ihem rekindled with this, a superb racer 
viewed from a similar 'isometric' perspective. Although 
a bit of a duffer when played alone — the computer cars 

are crap to say the least — it's brilliant In two-player 
mode. 





0/ Uridium 2 
A 



Publisher: 


Renegade 


Issue Reviewed: 


November 1 $93 


Memory: 


1Mb 


Price; 


£26.99 



The C64 classic comes to the Amiga in ilyle, souped-up 
beyond belief with 32-COlour graphics, 50-frames-per- 
■•cond action, multi-way scrolling, power-ups and all 
the Other good things you've came to expect horn a 

90s shoot-' em-up. It's very tough, but tO' (trS-flOrd 
blasting fans it's a dream come true. 



Simon the Sorcerer 



Publisher: 


AdventureSoft 


Issue Reviewed: 


February 1 994 


Memory: 


1Mb 


Price: 


£34.99 



89% 



Brits Adventure Soft lake on the American might of 
LucasArts and Sierra with this humourous graphic 
adventure. Obviously Intended to be a Monkey Island 2 

beater, it tomes closs to succeeding. However the 
interface doesn't quite surpass Lucas Arts' and Ihe 
puzzles are tough — but don't let that put you off- 



Stardust 




Publisher: 


Blood bouse 


Issue Reviewed; 


Decefrtber 1993 


Memory: 


1Mb 


Price: 


£16.99 



An unbelievable bargain at the price, Stardust is Ihe 

ultimate Asteroids clone, The graphics have to be seen 
to be believed and it plays as well — maybe even better 
— than it looks. Along with the stunning 3D sub-game 
breaking up the rock bustln' between levels, this Is a 
feast you Just have to beat yoursetf to. 




86% 




Wiz s n' Liz 




Publisher; 


Psygnosls 


Issue Renewed: 


November 1993 


Memory: 


1Mb 


Price: 


£26.99 



Originally a Mega Drive game, this cutesy raee-'rV- 
colleci-' em-up is perhaps a little too simplistic to be 
worth buying i1 you're going to be playing it alone — 
y««l'ie likely to Oit bored Of it long before Ihe end ever 
comes inlo sight — but it's great value if you've got a 
rriend who can join in the fun. 



90% 



Zool 2 




Publisher: 


Gremlin 


Issue Reviewed: 


January 1994 


Memory: 


1Mb 


Prte*: 


£26.99 



Y*i *noin«r i*qo«i wangles its way into these 
Recommended pages. Despite being more of the same, 
PUS Is tar Superior to Ihe original — Zool now has much 
more Character, is much better animated and is a lot 

more enjoyable and less frustrating to control. You can 

even play as Zooz, Zool's girlfriend! 



COMPETITION 

Yes! It's the quiz of the month! If you fancy your chances of winning one of ten fab-tastit 
software prizes then you've come to the right place. Just answer the following questions.,, 

(1) When was the October Revolution? 

(2) What or who was Red October? 

(3) Which top pop act had a hit with October? 

Answers on a postcard or back of a sealed envelope by October 28th to the following 
address: Recommended Compo 7, THE ONE, 30-32 Farringdon Lane, London EC1R 3AU. 
The first ten entries drawn from the hat after the closing date win! 




^^^^m 
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Welcome to a 
completely new sec- 
tion of The One, one 
in which we present 
titbits of 

information regard- 
ing reviews, 
previews and other 
events just around 
the corner. Actually, 
'Just Around The 
Corner' would have 
been a better name 
for this section but, 
hey, the logo 
wouldn't have 
looked as attractive 
as this one. Simon 
Byron's your host for 
this month... 
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CHARLIE J. COOL 



R 



ZONKED! 

Psy gnosis 
Release date: 
November 



o 





nee in a very long while a 
computer game comes 
along that defies tradi- 
tional genre descriptions and 
captivates the market with the 
sheer addictiveness of its game- 
play..." The press release writers 
have obviously been working 
overtime up at Psygnosis And it 
seems they quite like Zonked!, 
a puzzle game which they 
claim is as addictive as... well, 
something very illegal which 
we won't go into here (it's all 
to do with drug taking and 
tuff and I'll get well done if any- 
one tells the rozzers about it). 

Let's translate the press release 
into honest English, shall we? 
"Zonked! is a block pushing 
puzzle game. There are 120 
levels. The graphics 
aren't great, but the 
game should make 
up for this. The 
One will be 
reviewing it 
November." 

That's much 
better, isn't it? 
Why don't 
you just 
play the 
b I i m - 
min' demo? 



Rasputin 
Release date: tba 

asputin Software, the company behind the infuriat- 
ng puzzler Ctockwiser, will shortly be releasing this 
MartO'esque platformer featuring some bloke called 
Charlie J. Coo/. Mow call be me a cynic but I suspect that this 
is a made up name — indeed, the London phonebook reveals 
no such delights, which is a shame because I was going to 
ring the person up and conduct a hilarious interview, God 
I'm such a wag sometimes... 

Anyway, the version we saw held few surprises. You run along, You 
jump on things, You collect things And that's it. It's too early to tell 
whether or not the game is any good, but we'll be keeping our fingers, 
toes and other bodily appendages firmiy crossed when until the final 
version comes in. 




ALADDIN 




Virgin 

Release date: Christmas 

eralded by many console mags as the best platform game ever, 
this Disney licence is set to make its Amiga debut at the end of 
the year. The Mega Drive and SNES incarnations featured stun- 
ning cartoon-like animations, all served up with a healty dose of 
payability, and Virgin promises that the Amiga version will be as 
faithful as possible. With any luck we'll have an 
exclusive review and demo for you 




IT 
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BUBBLING UNDER 




MR BLOBBY 

Millennium 

Release date: Christmas 

ere's an early shot of Millennium's 

licence from hell. From what we can 

gather the game plays similarly to 

Core's ancient arcade fest Carvup — you have to 

colour in sections of the landscape 

by running over them — only this time 

you play an irritating pin Ik goon instead of a cute car. 

Watch out for a mare in-dcpth look next month. 




CYBERSPACE 

Empire 

Release date: December 



TFX 

Ocean 

Release date: 
November 1994 





s 




0, you haven't gone 
barmy - DID's stun- 
ning flight sim really 
will be out next month. The 
game has already done very nicely thank you on the PC and the A1 200 
version — the latest 'build' of which you can see here — promises to do 
the same. 

The game has a plethora of features. There'll be five theatres of oper- 
ation, 120 multiple objective missions and an editor to create thousands 
more. Also making an appearance will be three high-powered aircraft: 
the European Fighter Jet, Stealth Bomber and the F22, and each comes 
complete with accurate flight models. 

We've all been frothing at the mouths for almost two years now but 
the end, it seems, is most definitely in sight. Let's hope Ocean lets us 
check this out next month. 



FLIGHT OF THE 
AMAZON QUEEN 

Renegade 

Release date: November 1994 



Someone wrote in to us the other day, moaning on 
about how release dates change all the time. Well, for their infor- 
mation, we pass on the game-related details that the software 
companies give us and so shouldn't be held responsible for any slip- 
page that occurs. Alright? 

Amazon Queen is one such game which has been put further and fur- 
ther back as the months have worn on. Thankfully, Renegade assures 
us that it will most definitely be out next month. No, really. 

If you weren't around in April when we unveiled this point-'n'-dick 
adventure, let us fill you in. Fill your face in, that is — where the bloody 
hell were you? We like to think our readers are unfailingly loyal. And 
then we wake up. 

Taking the role of Jo King (hahahahahahal), you must travel round 
a comical world, saving the day and generally being the good guy. There 
are loads of hilarious set-pieces which have been designed to make 
your sides quite literally split, meaning that your guts will spill onto the 
floor and you'll feel quite ill The game's being written by some ex- 
comic writers, so it does stand quite a good chance of being funny, Per- 
haps we Should have a chat with them. 



imon. Cyberspace would be a good thing to include un 
your all-new 'Bubbling Under' section," said Matt. 
'Yeah," I replied, trying to sound all hard and to ugh - 
like, Sadly, the hardest I could manage was dribbling a bit of 
gob down my freshly-pressed shirt but I continued never- 
theless. "Why would I want to do that, then?" 

"Because it's been in development for ages but it looks 
like we may — just may — get a review copy very soon,™ 
"Excellent," I shouted, "we've all been looking forward 
to this one. It's set in the year 2090 in a place called..." 
"...New Boston," interjected the foolish Staff Writer, try- 
ng to steal my thunder and make me look foolish in front 
of my mates. Well, Andy and Harry. 
"It's a 3D extravaganza and looks set to revolutionise adven- 
tures as we know them," I continued. "I'd better get on the 
dog and bone sharpish." 

A few seconds later the Empire phone was a- ringing. 
"Hello, Empire..." 
"Yes. yes, I'm not interested in that. I want to know about 
Cyberspace, and I want to know now." 

"It is coming, and it's coming in December." 
"So amy's it taken so long, then? 

"Wet. a project the lire of Cyberspace is bound to take a lot of time. 
There are millions of people in it, thousands of locations... all these 
things take time. The programmers havQ been able to stick to their orig- 
inal) brief but they we had 
to update it slightly in 
order to keep the game 
innovative They've added 
texture mapping because 
most 3D game look like 
that." 

"So definitely Decem- 
ber, then?" 
"Definrtefy." 








SKELETON KREW 

A Core Design 

>lease Elate: October 1994 

in<e we exclusively revealed the existence of 
Skeleton Krew bask in February, Core has been 
■ keeping the game very close to its chest. So 
most people have forgotten about it. 

Well, eight months later we can exclusively reveal 
(again) that it's coming out next month. And bloody 
hell does it look fab (that sounds better than it looks 
in print — sorry). 

The version we were sent looked to us like it was com- 
pletely finished. But that's only because we played it for 
long enough to review — i.e. five minutes. What we did see, 
though, was impressive — there's plenty of action and the 
graphics are exceHent (well it is AGA-only}. Although we did ini- 
tially esperience some trouble with the control method, the over- 
all Verdict was... well children, why don't you wait until next month 
to find out' 
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With Matt Broughton and Eliza. 
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A: 



friend recently sent me a pro- 
gram going by the name of 
Eliza. Now Eliza is one of those 
attempts at Artificial Intelligence where 
yoit try to have a meaningful conuersation 
with the computer. This particular pro- 
gram is meant to simulate an open-ended 
psychoanalytical interview, being very 
Freudian and clever. Unfortunately, after 
a few conversations, it becomes apparent 
that Eliza has a few marbles missing — 
nay, is none too tightly wrapped. 

Just to confirm my suspicions, I asked 
Eliza what she reckoned would be in the 
next issue of The One. The following real- 
ly is a truthful transcription of the con- 
versation I had with her ward for word... 

ELIZA: HELLO- MY NAME IS ELIZA. WHAT'S 

YOURS? 

MATT: Matt 

ALRIGHT, MATT, WHAT WOULD YOU LIKE 

TO TALK ABOUT TODAY? 

What's in next month's issue- of The One? 

WHAT ANSWER WOULD PLEASE YOU THE 

MOST? 

Er, well it would be quite nice to have 

UFO, Dreamweb ami FIFA in there. 

WELL IT WOULD BE QUITE MCE TO HAVE 
UFO, DREAMWEB AND FtFA IN THERE? 
Yes. That's right. 

MAYBE WE SHOULD MOVE ON NOW. 
Oh, that was a bit shorter than I'd hoped 
for. Can't we talk about the next issue far 
just a little bit longer? 



WHAT DO YOU THINK. MAlT? 
Well, I reckon there'll be something very 
special and top secret on the cover, not to 
mention a brilliant coverdisk or two and 
some top previews to boot, You might 
say the word 'Aladdin' could be featur- 
ing; quite heavily in all of the above, Uh 
huh — know what I mean? 



I HOPE YOU DON'T M1NO IF 1 WE CHANGE 

THE SUBJECT. 

DESCRIBE YOUR RELATIONSHtP WITH 

YOUR PARENTS, 

Hang on. I was just about to get into 
some serious tosh about the next issue, 
and now you want to know about my 
mum and dad? 

I'M NOT SURE f UNDERSTAND YOU FULLY. 



Nor am I 



J 4. 



SEARCH ME 

Alright then- Get ypur kit off. 



» 



MOVING RIGHT ALONG. 
Obviously not. 



% 



WE ALL GROW UP AT DIFFERENT RATES. 
Er... quite. Nice point, well made. 



I SEE YOUR POINT. 
I'm not aware that 






made one, 



I DON'T THINK YOU ARE NOT AWARE 

THAT YOU MADE ONE. 

Er..,no. tost me there, love. f 



ALRIGHT, CAN YOU TELL ME MORE. 
About what exactly? Next Month, 
perhaps? 



ALRIGHT THEN? 

Brilliant! So It's alright to touch you? 

WHAT MAKES YOU SAY THAT? 
Well, you know., , just asking, 

WHAT ABOUT YOURSELF, MATT? 
What? You want me to touch myself? 

I DON'T HAVE THE ANSWER 
Good, 

VERY INTERESTING, CAN YOU PROVIDE 
MORE DETAILS? 

Ah, Next Month' Well, Sim City 2000 will 
be in there (yet again), 

WHY DON'T YOU ELABORATE ON THAT, 
MATT? 

Good idea! Well, it's the excellent follow- 
up to the smash hit classic from Maxis. 



MAYBE WE SHOULD MOVE ON- 
NOW. 

God I You're not exactly patient 
are you? 



Well, it a goaty sort of way, 

WHY DON'T YOU TRY TO RELAX. 
What, me or the b*ard7 

WHAT IS IT THAT YOU REALLY WANT TO 

KNOW? 

What's in next month's issue? Haven't you 

been listening at all? 

HAVE YOU ASKED ANYONE ELSE? 

Well Andy doesn't appear to have a clue, 

and Simon is on holiday. 

DO YOU MISS YOUR MOTHER? 
I wasn't aware that she was dead, espe- 
cially considering I saw her this morning, 

AT ONE TIME I WAS ALSO WASN 1 AWARE 
THAT SHE WAS DEAD, ESPECIALLY CON 
SIDE RING YOU SAW HER THIS MORNING 
You're bonkers, you are. 

BEING A PARENT IS A HARD JOB NOWA- 
DAYS. ^. ; 

Errn, quite. Arty way, about October's 
issue.,. 



iW 
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The November issue of 
I The One, on sale October 
I 28th. It'll make a damn 
sight more sense than 
Freud ewer did. 




ALRIGHT, CAN YOU TELL ME MORE? 
Yes — glad you asked. There'll be some 
excellent competitions, along with the 
usual news, previews, reviews, and how- 
do-you-do's. 

SURPRISINGLY, I ASKED 
You asked what, you spa;? 

IT APPEARS THAT WE ARE ALIKE IN MANY 

WAYS. 

Oh I Now I am insulted. I thought we were 

meant to be talking about Next Month. 

WHAT DOES THAT SUGGEST TO YOU? 
That we should be mentioning all the 
great things likely to appear, er, Next 
Month. 

I'M NOT SURE I UNDERSTAND YOU FULLY. 
Okay, well every month we use the last 
page to try and give the readers some 
impression of what's going to appear in 
the next issue. 



I think you'll find that I wasn't asking any 
questions at all mat*. 




INK YOU'LL 
ASKING ANY 



UNFORTUNATELY, I ALSi 

FIND THAT YOU WASM' 

QUESTIONS AT AIL MATE. 

Have you been programmed by sqrneone 

with the words Nuttall and Andy in their 

name by any chance? 

NAMES DON'T INTEREST ME, 
Well, certainly not Andys anyway. 

PUEASE GO ON. 

What about Andy? Well, where to begin? 
He's Welsh, if that helps. 

WHAT ELSE COMES TO MiND. WHEN YOU 
ASK THAT? 

He's also a gimpy softmint. 






/* 



WHAT MAKES YOU SAY THAT? 

Well, he's sort of soft in the middle, wii 

a crispy candyfloss outer coating. 



VERY INTERESTING, CAN YOU PROVIDE 

MOrtE DETAILS? 

Yes. He's boggle-eyed. 



tuu rnuviut 
tATE ON THAT, 



WHY DON'T YOU ELABORATE ON THAT, 

MATT. 

Well imagine a large pair of eyes on a tiny 

head and. hey presto! — Andy Nuttall. 

I UNDERSTAND 

Good. Can we go back to the matter of 

Next Month now? 



WHY DON'T YOU COLLECT 
THOUGHTS AND RETURN LATER. 
GOODBYE.. 



YOUR 



HAVE YOU 
BEFORE? 



ASKED SUCH QUESTIONS 



tJID YOU HAVE MANY TROU- 
BLES WHILE YOU WERE 
GROWING UP? 

This beard stuff appeared on 

my face when I was six, 

DEAR NEWSPERSON, ------ 

Please reserve/deliver/ pay for my copy of The One, starting with the November 
issue. It'll be out on October 3Bth and quite frankly I cant wait. Lots of love, 



Oh bloody hell. It's like talking to a brick 
wall, I gi^e up" 

Well, maybe that wasn't such a good idea 
after all, I mean I never even got to tell 
you about our reviews of Oreamweb. FIFA 
International Soccer, Skeleton Crew, 
Dragoistvne , Sim Ctty JOOO, Turbo Trax, 
Planet Football, Robinson's Requiem and 
t.ifo. Nor did I get to blag off about our 
brilliant Aladdin Preview and coverdisk, or 
any of the other great features that 
you've come to expect from Britain's least 
popular magazine. Oh hang brt, I just did! 
Hurrah, etc. I Id) 



Name: 



Address; 
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